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Jak is the ultimate hero. He can do all the 
cool stuff, like carrying Daxter on his 
shoulders, running, shooting, jumping, 
flying and hoverboarding. Since the Baron 
got his claws into Jak there's been a 
change in his character. A darker side of 
Jak's nature has been revealed and now 
Jak's fate rests entirely in your hands. 
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After having been subjected to Dark Eco injections 
during prison experiments, Jak's body has begun to 
change. 


Now whenever Jak is exposed to small amounts of Dark 
Eco his blood starts to boil. If he reaches a certain rage 
threshold, he can transform into Dark Jak unleashing an 
invincible whirlwind of destruction and mayhem. 


This shocking transformation is terribly exhausting, 
leaving Jak badly damaged and down to his last hit 
point. A dark power not to be taken lightly. 
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Krew is a big cheese in the underworld. He's an arms dealer, rare 
artefact collector, and all-round repulsive piece of work. As boss of the 
seedy Hip-Hog Saloon, Krew's “business” is 
= conducted beneath walls lined with scary Metal 
Head trophies. 


Krew is a chaos junkie whose flexible loyalties 
are always for sale. He claims that he can get his 
mucky hands on anything if the price is right, 
even illegal weapons of mass destruction, and he 

boasts notorious clients such as Baron Praxis 

himself. A floating grav-basket supports all 
300 kilos of Krew's festering flesh. 


Sig is a veteran Wastelander and Krew's personal 

bodyguard. An accomplished Metal Head hunter —_ €”, — 

Sig proudly sports armour fashioned from the \) u bb 

remains of his many kills. Sig's size 18 boots p 
support a solid frame of muscle and attitude e 

along with a lethal gun he affectionately a: ed ej RA 
calls the “Peacemaker” I 


Sig's hard-as-nails exterior may seem 
antagonistic at first, but those who earn his 
respect and trust will find a loyal and powerful ally. 
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mysterious leader of the Underground, is 
look at page 142, if you want to know). 


Young Samos is a dedicated tree-hugger and 
fighting the good fight against anything and 
life, liberty and the pursuit of he 

Green Sage is a valuable ally to Jak 
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Keira has been trying to reassemble the Rift Rider Machine ever since she 
travelled through time with Jak & Daxter and her father Samos. She's 
hoping that the machine that transported them all to this strange new world 
will eventually be able to help them retum home. 


A highly skilled mechanic who builds racing vehicles for a living, Keira is unsettled 
by her unfamiliar and dangerous surroundings. She's equally troubled by Jak's 
increasingly dark personality. However, as the adventure unfolds, she comes to 
realise that Jak's true nature shines as brightly as ever beneath the gruff exterior. 


The mysterious old soothsayer Onin seems to know. 
much more than she’s letting on. Her trusty interpreter 
Pecker, a Monkaw (half ape, half macaw, all attitude) 
adds his own unique spin to Onin's words of wisdom as 
she guides Jak & Daxter towards their date with destiny. 


Aided by Onin's foresight and Pecker's pithy barbs, Jak 
can finally face his future and learn more about his past 
— or should that be face his past and learn more about 
his future? Time travel is so confusing! The bottom line? 
Onin and Pecker usually have Jak and Daxter's best 
interests at heart. 
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Tess is an animal lover, but who are we to judge what she does ir 
her spare time? More relevantly, Tess is a valued member of the _ 8 
Underground. She works undercover in the Hip Hog Saloon, 
spying on Krew in his own den. She passes on valuable 
secrets to Jak. 


To Tess, Daxter is the cat's pyjamas and the icing on the 

cake all rolled up into one big yummy package. The Ottsel 
can't help but purr with pleasure whenever Tess feels the need to 
tickle his fluffy tummy. 
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Ashelin, daughter of Baron Praxis, renounced her 
privileged birthright and clawed her way up from the 
bottom of the pile to become a Commander in the 
Krimzon Guard. Ashelin's flame red hair matches her fiery 
temperament. She's stunning to look at, cunning in word 
and deed and an expert shot. A luscious and lethal 
combination, 


Although still completely loyal to her father, Ashelin has recently been 
plagued by doubts about his unorthodox methods. Her mysterious secret 
connection with Tom enables the Underground to glean important 
information, When faced with the task of saving the city, she must decide 
once and for all which side she's really on 


Over time, the legend of Mar the Warrior King, valiant 
founder of Haven City has grown to epic proportions. 
His mythic status is commemorated by a massive 
statue. There are many who say that without Mar the 
world would have been lost to the Metal Heads a 
long time ago. Others say that he came from a 
different time, through a gap in space, only 
departing once his job was done. 


There are also those who say that Mar was 
imbued with the power of the Precursors and 
could even talk to them. Legend has it that he 
carried a remarkable sword embossed with a 
Precursor Stone. When Mar fell in battle, the 
stone was buried with him in his tomb to 
safeguard its terrible powers until the day 
when a new leader would come. 


Horrifically scarred by his many battles with the Metal Heads, the 
Baron will do anything to finish them off once and for all. He took 
the throne of the city by force with the sole purpose of carrying out 
his own personal vendetta. 


A dangerous, mentally unstable tyrant, the Baron demands great Ld 
sacrifice from each of his subjects. Having signed a pact with the 

devil and conducted foul experiments in his dungeons the Baron is Tann 
now fully committed to the complete destruction of all who oppose PO | 
him. Especially Jak. 


The Baron has vowed never to give up the fight, but his powers of 
persuasion appear to be on the wane and he's grown discouraged. 
In his depraved brain the Baron concocts a final reckless plan to BANDS 
save “his” city. He's determined to wreak glorious revenge on the 
Metal Heads and he doesn't care who gets caught up in the 

collateral damage. ONIN & 
PEGKER 
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After pressing GARD or ® on the screen, three menu options will appear: New 
Game, Load Game and Options. You can confirm your selection throughout with 
® and cancel with ®. A fourth option, Secrets, will be available later in the game. 


New Game 


When playing Jak Il: Renegade for the first time, the 
system will recognise that there,is no save data on 
the Memory Card. It will take a while to create the 
file, which is roughly 1200 KB. Afterwards, there 

will be four game slots available (Game 1, 2, 3, 4). 
Decide which one you wish to have, and then off 
you go. Theoretically speaking, you could also starting playing without setting up a 
save file, but due to the vast nature of the game that would only be worthwhile 
doing for a flying visit. If you already have a save file and wish to begin a new game, 
you can select one of the games immediately. 


When decisive events take place during the course of the game, your progress will 
be saved automatically and a tick icon will flash up in the bottom right-hand 
corner of the screen. 


Load Game 


Games 1-4 will be shown here, too. Data recording your progress in the 
game so far will be displayed on the right side of the screen. This will 

inch ‚n image of the surroundings where you last saved, elapsed game 
time, a percentage figure indicating how much of the game you have already » 
played, available Skull Gems and the number-of Precursor Orbs that you 
have collected so far. Select one of the four games to continue from where 
you last saved. 


Options 


Yoy can change the various settings in the Options Menu when 
you first start the game or at any stage during the game. 


Game Options 


Vibration Function: Switches your DUALSHOCK@2 Analog 
Controller’s vibration function on or off. 
Vibration Function 
or 
Subtitles: Enables you to switch cut-scene subtitles,on or off 5, 
You can toggle subtitles on or off during a movie by pressing Subtit 
the ® button. 


Language 


CONTROLLER 
SETTINGS 


SCREEN 
MENUS 


Subtitle Language, Language: You can select a different 
language for subtitles, on-screen messages and cut-scene 
dialogue. You can choose from: 

English, French, German, Spanish, Italian, Japanese, Korean. 
The basic settings will correspond to your-PlayStation*2 
system settings. 


ACTIONS 
WEAPONS 


Graphic Options 
Center Screen: You can use this option to.‚change 
your screen position. After adjusting, confirm the 
change with @. You can exit this option by 
pressing ®. Pressing ® changes the screen 
position back to basic. 


DARK JAK 


MODE OF 
TRANSPORT 


ITEMS 
SIGHTS 


Baadl prezeessive, eht 
Video Mode: 50Hz / 60Hz - this will enable you Back i. af Aag, 
to change the game mode to 60 Hertz. 

However, your television must be able to 
support this function. If the picture suffers 
disturbance, simply wait ten seconds. If you 
have not confirmed the new setting at the end. 
of this time limit, the setting will return 
automatically to 50 Hz. 
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menu during the game. 


Aspect Ratio: 4x3/16x9 — if your television has the 
16:9 (widescreen) format you can activate the 
Aspect Ratio function here. 


Progressive Scan: on/off this function is also 

“dependent on the technical specifications of your television or” 
projector. If you find that you have a distorted picture, or no 
picture at all, simply wait ten seconds as you did with Video 


Mode. Everything will then return to normal. \ 
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Sound Options zere meÂ 5 
Sfx Volume, Music Volume, Speech Volume: you can adjust kn wong fers Caan herr Wij 
the different Volume options separately here — from 1 to 100%. wiee witheet geftien 
Named Even else! 


Sound Format: choose between Stereo, Surround and Mono 


Secrets De 


As soon as you have unlocked the Scrap Book in the in-game 
Secrets menu, this function will be available. As we don't want 
tofgive away too much here, all details can be found in the 
Secrets chapter (page 149). 


These are the default controller settings. However, not all different combinations, which are described in more detail under. 
functions are available throughout. For instance, you will startthe _ “Actions”. There are also diffefent settings for controlling the Fn 
‘adventure without possessing any weapons. There are several various vehicles that you will get to drive throughout the.game. 


- 


Directional buttons Switch weapons 
Left stick Move Jak 


Right stick Adjust camera/perspective 


®-button Jump 
©-button Kick, whirl, spin 
®-button ii Use things, address people 
@-button Hit, punch 
@D-button Fire weapon 
@-button Use Jel Board 
GS-button* First person view 
CD-button Craw\/roll 
@-button Transform into Dark Jak 
@-hutton** Show inorration 
TA Pause 


Main menu 
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@B symbols: these appear if you press on the left control stick (C@ button). As soon 

as anything changes as regards values in the game (e.g. loss of energy as a result of an 
enemy hit), this information is displayed automatically. If the Dark Eco display is full, the 
circle in the middle remains on screen permanently, indicating that it is possible to 
transform into Dark Jak. 

Skull Gems: objects left behind by defeated Metal Heads. You can trade them in 

at the Oracle for special abilities 

Precursor Orbs: objects hidden in certain places throughout the game. They 

trigger secrets in the respective menu. 

Energy level: the eight light-green boxes that symbolise Jak's energy level. If the boxes 
are dark, this indicates that Jak is not enjoying the best of health. 

Dark Eco: the circle in the middle shows how much Dark Eco you have collected. The 


bright violet bar indicates reserve energy. As soon as it is full, Jak can turn into Dark Jak. iS 1 
bpurbrer!s ener zie 


Weapon: the chosen weapon and remaining amount of ammunition appear on the top lon 
right of the screen. 


Boss energy: during a boss fight his/her energy level is displayed in the bottom right 
corner of the screen. 


Actions: \f certain actions are possible (climbing into a vehicle, talking to people) this 
will be shown at the bottom of the screen. 


Mission targets: if you destroy, collect, break, transport, hunt, blow up or crush particular 
items during the course of a mission, this will be shown on the right of the screen. 


Partner's energy: You will sometimes have to protect another character and keep them alive. 8 
His/her energy will be displayed at the top left of the screen. 


ús time to get something straight. Daxter may think he's the star attraction, but in fact it's 
y in the centre of the screen, Jak, who is the hero of the game. But don't whatever you 
Daxter that we told you so… 


he's facing) 

« Grey dot -» parked vehicles 

« Red dots (large) > quards’ vehicles 

« Red dots (with rays) - direction in which guards are facing 
« Light green icons (triangle with circle) = mini missions 


Principal & mission 
Objectives: special 
icons and green, 
pulsating circles on the 
map indicate where 
someone is waiting 
with a mission for you, 
or where you will have 
to go during the course 
of a mission. F 
instance 


The Main Menu 
By pressing you will open up the Main Menu in the 
game, from wheresyou can call up all the sub-menus. The Main 
Menu is depicted as an ornate ring containing ten segments. You 
can turn the ring by usingrthe left stick or directional buttons, 

thereby switching between 

the different sub-menus. 

The title of each section, 

which is selected at the 

top of the screen and 
outlined in green, is 
displayed in the centre of 
the screen. This sub-menu 
is brought up using ®. 


You can return from the 
sub-menu to the Main 
Menu and then back to the game by pressing ®. If you wish to 
return directly to the game, press AED. The following list 
corresponds to the menu when navigating from left to right: 


Missions 
When you open the menu, the description “Missions in 
Progress” appears at the top of the screen. This referes to tasks 
that you can currently complete. At the beginning of the game, it 
is usually something small like “Escape from Fortress”. The 
names of these missions are also used in the Walkthrough 
chapter of this book. You will also see instructions such as “Talk 
to Kor“. This means that the respective person is waiting for you 
somewhere in order to brief you on a specific mission. 


|_mark Torn's position and hìs hideout, or a mountain icon will 
| lead you towards the Mountain Temple entrance. 


| Show Map 


Green, pulsating circles will indicate specific destinations during 

a mission, e.g. people you have to fetch or items that have to be 

destroyed. Whenever the edge of the map starts flashing, ared —_; 

alert has been triggered and the Krimzon Guard will be hot on 

your heels. Run away from these goons as fast as your feet (or he 
paws) will carry You. 


The missions that you have completed will. be listed separately 
under the heading Missions Completed. 


There are two types of map: 


In buildings such as the Fortress or within outlying districts such 
as Dead Town you will see a light blue floor plan of the level, 

Areas that have already been visited are coloured differently and Tr 
feature a few added details. 


In the city, all the areas that you are currently able to waar Nl 


marked. At the start of the game you will only be able to access. 
the Slums and Water Slums in the 
north-east of Haven City. All other exits 
are barred with energy barriers. You will 
require a Security Pass to go beyond 
these check points. The colour of the » 
barrier indicates which Security Pass is 
necessary. The entire map of Haven City 
is larger than the screen. You can scroll 


around it using the left stick. > 


Your own position will always be marked 
by a small, blue triangle. The top of the 
triangle shows the direction in which 
you're facing. 


High Scores 


The best scores of the different mini-games will be displayed here. 
Initially only the Gun Course — Scatter Gun rankings are available, 
You will only be able to see the rest of the scores later on during 
the course of the game. You can switch back and forth between 
the mini-game High Scores and Challenges by pressing left or right 
on your directional pad. Detailed information on all mini-games and 
bonuses can be found in the Secrets chapter. 


Game Options 
You can change the Game Options here that appeared in the 
menu at the beginning of the game: Vibration Function: on/off, 
Subtitles: on/off, Subtitle Language and Language: English, 
French, German, Spanish, Italian, Japanese, Korean. 


Graphic Options 
You can adjust the following options at any time here: Centre 


Screen, Aspect Ratio, Progressive Scan. Only the 50Hz/60Hz 
function will be unavailable during the course of the game, 


Sound Options 
Sfx Volume, Music Volume, Speech Volume can all be adjusted 
separately to suit your taste. Furthermore, you can change the 
Sound Format. 
Load Game 


You can load any one of the four games here. Any changes 
made since the last time you saved will be lost when you load 
a previously saved game. 
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Save Game 
When something important happens, the game is automatically. 
saved, but you should also record your progress here 
manually; for example, if you want to interrupt the game and. 
don't wish to lose the Skull Gems you've just collected, 
“Secrets” on page 147. 


Secret 

After having collected enough 

Restart/Quit 

If everything else fails, you can select this menu option to start 


Precursor Orbs, you can 
unlock Secrets here. You will, 

your current mission all over again. “Quit Game” brings you. 
back to the title screen. 


of course, find full details 
about Secrets in the chapter 
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Move 


Right, so now we want to take a look at how smart Jak is. He’ 


's supposed to be quite brainy and has some acrobatic skills… 


You can move Jak using the left analog stick. It depends 
how far you move the stick, as to whether Jak runs 


Press ® to make 


It wasn't that difficult, was it? 


fast or slow 


Jak jump. Well, what do you say? 


É 


WALKTHROUGH 
ENEMIES 
SECRETS 


STARTING 
THE GAME 


CONTROLLER 
SETTINGS 


EN 
HL 
ACN 
weaPons 
LAAK JAK 


Double Jump 
and Spin 


Pulling 
Yourself Up 


Letting Go After 
Holding On 
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Swimming & 
Diving 


Ducking & 
Crawling 


IF Jak does a double jump while pressing on © to do a spin. 
he will receive an extra boost. This technique will not only allow. 
him to jump higher, it will also slow hìs all and enable him to land 
with more accuracy. 


Jak is forever holding onto edges and ledges with 
his strong fingertips. This only becomes a problem 
when he ries to pull himself up, and you have lo, 
come to the rescue by pressing ® 


If you're holding onto a ledge, you can let 
Jak drop down by pressing ® and tilting >. 


Jump and press ® while stil airbome to make Jak evecute an 
energetic stomp on the ground. This technique will enable you to press 
various switches that appear or to break through floor panels to reach 
the level below. If you also press ® before Jak touches the ground, he 
will jump up again eremely high after landing 


ze 
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By pressing ® you can climb into vehicles, enter warp gates or talk 
to people. However, these actions are only possible when the relevant 
instructions are displayed on screen. 


When Jak is in water, he will swim automatically. You can move him 
around quite easily using the left analog stick. When you press @ he 
will dive undewater If you keep holding the button down, Jak will 
remain under water. As soon as you let go of the button Jak will 
surface, You can only dive down again once he's been to the surface. 


By pressing CD Jak will crouch down. By holding the button down 
and moving the stick, Jak will crawl around on all fours. 


Press ® while Jak is doing a roll. He will then take a long jump. 
al the end of the roll, This is not only the longest jump which he 
can do, 's also Jak's quickest way of moving 


When Jak jumps onto à pole, he will automatically start swinging 
from it. Press @ at the right moment and tilt to jump off in 
that direction. zn 
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DARK JAK 
MODE OF 
TRANSPORT 
If your on foot in the city and being chased by the Guards, get out of sight 
and push the left analog stick towards a wal. Jak and Dader will getstalhy, reus 
Which should hopefully make it easier for the dynamic duo to shake oft the 
Í unwelcomeaftantions of the Baron's finest Tay this by pressing against 2 hard , | gas 


| sure when being pursued by the Krimson Guards. 
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Aftacks 


Of course, Jak & Daxter wouldn't be real heroes if all they both our heroes have plenty of surprises in store to keep 
did was jump around all day. Luckily, they have a little more their enemies on their toes. 
to them than a few fancy aerobics moves. Rest assured, 


By pressing © Jak will do a fast spin on his own axis, 
just like a spinning-top. Or should that be tomado? He can also 
deliver a hefty kick at the same time. While all the rough stuff 
is going on, keep moving Jak with the analog stick, to 
prevent opponents gelting too close to him. 


If you press ®, Jak will lunge forward and throw a punch at the 
same time. You can rapidly and effectively get within striking 
distance of your opponent with this attack 


Take a jump with ® and then press @ wle 
that's right, we've already mentioned 
getting around, but this is also 2 go 


Take a jump or double jump and then spin by pressing ©. anyone 
gets too close to Jak's boots, they wil end up with a bloody nose. 


D to rouch dou, followed by @. Jak will unleash à 
Powor, Punch aw-shattering punch high into the air 


blow on the ground rounded off by a spectacular 
follow through in mid-air, 


IF you have à weapon to hand, you can fie t by pressing @D. You 
can keep shooting until the ammunition runs out. You will find fresh 
ammunition in Krimzon Guard crates. 


Moving the You can change the camera's viewpoint by moving the right analog 
ë stick. You can choose to either zoom right in on Jak & Dader and 
halted examine every nose hair or move as far away from them as possible. 


IFyou press on the right analog stick (@ button), you will 
switch to the first person view. You can then view Ine surroundings, 
directly from Jak's perspective, using either the left or right stick 
Jak will stand still when you do this. By pressing @ 

can exit the first person view. 


Fading in Press on he left control stick (@ button) to see information about your 
Informati life energy level, Dark Eco, Precursor Orbs which have been collected. 
bebe and Skull Gems. You can open and clase the main menu with STAD. 
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«Thank you for choosing 

Morph Gun. You have. actión and four difterent 
acquired a high-quality attack modes 45 well as 
product which is many upgrades, your 
exceptionally versatile and Morph Gun will give you a 
will be a lot of fun to use sense of safety and the 
even in the most feeling that you can assert 
dangerous combat yourself in any situation”. 
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Gun Upgrades 
The Morph Gun is a source of unlimited fun. If you think that you 

know all the possibilities that this gun j 
offers with the four colour modes, 

you've got another think coming! 

Remember: the capacity levels! What 

about a highef rate of fire for your 

Scatter Gun or larger magazines with 

double the capacity? And we haven't 

told you the best part yet: none of the 
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ghevveticad por wet „kt Gun Upgrades requires laborious 
alent installation and activation — they work as soon as you get them! 
2) ting. he Completely and utterly automatic! 
he RATE 
(it ahend of wt bgn Gun Combos 
vegt topic it & en, ke Er The following combinations are very neat: 
Foron oer TANT ® or ® then @D - rapid fire combo against nearest enemy 


® then © then FD > shower shots at enemies all around you 
@ then ® then CD > uppecut then fire in mid-air 


The Baron's Dark Eco experiments have brought out the EN 


beast in Jak. As you know, he used to be the quiet type; 
introverted, reserved and taciturn. But you wouldn't like 
him now if he got angry … 


Super Jak 
As soon as the Dark Eco display is filled to the limit. 
you can turn Jak into Dark Jak using Dark Jak 
will have 
super 
powers: he 
can lash out 
big time, and 
enemy attacks don't cause 
him as much damage. 
Dark Eco energy bolts that 
strike out from Dark Jak Pr 
have a wider range than 

normal attacks. The EN 
disadvantage is that Dark ITEMS 
Jak doesn't just have the powers of a wild beast, he also 

adopts a wild beast's chaotic thought processes. Many of Lee 
Jak's normal human functions are temporarily 
disabled when he turns into Dark Jak. He can't‚use 
vehicles or weapons in this state. He will change 
back into Jak as soon as all the Dark Eco 

energy has been used up. 


Special Moves 
Defeated Metal Heads will leave behind yellow Skull Gems for 
you to collect. You can trade them in for special moves for 
Dark Jak by visiting the Oracle in the Water Slums. You will get 
your first attack called 
Dark Bomb for only 25 
Skull Gems. After your 
first trade it becomes 
considerably more 
“expensive” to add to 
Dark Jak's powers but 
worth doing all the same. 


The Oracle 


The Oracle is a bizarre statue with an intense personal dislike of 
Metal Heads. That's not so unusual in Haven City. However, if 
you kill its arch-enemies 
and collect their Skull 
Gems as trophies, the 
Oracle will show its 
pleasure by 
bestowing upon 
you the capacity 

to use Dark Eco 
energies more 
effectively. 


—_ Moor Jpnsnort 


Jak and Daxter can “borrow” a vehicle at any time to make a even illegal street-racing tournaments, so it's quite important 


swift escape, complete a mission or simply to reach their next _ to become a good driver as well as being fun. 


destination in high-octane style. Rumour has it that there are 


City Vehicles 
Press @® to climb into parked vehicles or to leap up and grab on to 


vehicles that carelessly happen to fly past. Press ® again to get 
rid of the driver. 


If you have the Morph Gun, you can also shoot while in the vehicle. 
If you happen to have been brave enough to commander a vehicle 
belonging to the Krimzon Guard, you can save precious ammo by 
using the on-board cannon. 


Remember your vehicle is not indestructible. If guards are chasing 
you, your ride can be blown away quicker than you can say “my 
Ottsel has eaten the vehicle documents, sir”. Your vehicle will 
explode soon after it has caught fire. 
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\ Air Racer 
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“Haven City Racer Riot”. 
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Racer Riot: Could YOU please describe for Our readers 
What it feels like to drive 12 
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SkullGems 


A Skull Gem is the only part 
leftof a defeated Metal Head. 
You can take them to the 
Oracle, and exchange them 
for special moves. You only 
get one Skull Gem for every 


Zwme 


There are a few things in Haven City and its surroundings, which will prove useful 
in your adventure. 
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we ACTIONS 
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DARK JAK 
Health Paks 


Little cubes with a bilious 
green cross on them are 
always welcome, for they 
regenerate Jak's energy level 
by two points. Health Paks 
are sometimes hidden in 
Krimzon Guard crates. 


SIGITS 


Metal Head. If Jak — and we hope this will not'happen — ever 
loses a screenlife and therefore has to face the same 
opponent again, he will not get another Skull Gem the second 
time around. When Metal Heads appear in big herds, not all of 
them will release Skull Gems. 


Precursor Orbs 

These are objects that are 
hidden in certain places 
within the game or are 
awarded as a bonus on 
completion of certain “mini- 
missions”, They trigger 
special functions in-the Secrets menu. 
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Dark Eco 
Dark Eco is sometimes left 
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full. An overdose of Dark Eco ints concentrated liquid form is, 
however, totally fatal, particularly if you fall into a Dark Eco lake. 
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Krimzon Guard Crates 


These storage crates, 
belonging to the Krimzon 
Guard, contain Dark Eco, 
Health Paks or ammunition 
for the Morph Gun. Destroy 
the crates to get your hands 
on the contents, 
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to enjoy the uniquê atmosphere of this popular destination: the 

pretty red uniforms of the city guards, the idyllic lagoon holiday with us — at yof 
Turbo Cannons EN 


A spectacular technical miraele from the 
Krimzon Guard's high-tech \aboratory: the 
urbo cannon. Experts agro 
omátic weapon is just as 
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Propaganda Station 
“In these perfect info terminals you can hear the charismatic 
voice of our peloved baron all the time explaining the fine 
advantages of his super policies. And it's free, Now if that's 
not an amazing service! Long live Baron Praxis!” 
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then we can begin. Promise! 


Overview of missions 


| 


The whole game consists of three Acts, each containing around 20 
missions. You will findan overview of the missions at the start of ca 
each Act. We have listed the missions numerically -@®) 
iteasier to follow, and you will be able to find what you're looking 
for very quickly using the chapter tab system. You are not 

compelled to follow the order of the missions described here. 


If you are able to choose from several 
missions, you can select a different order. 
@ indicates the character who will assign 
the new mission. Whether or not a bonus 
can be collected will be shown with ® 
The number on indicates on which 


page the mission starts. 


@ Name of mission 


These names are also used in the game, You 
will find them under the option “Missions” in 
the main menu, and you will always know 
immediately where to find the information 
you require. 


@ Pictures from the game 


An old proverb states that a picture is 
worth a thousand words. That's absolute 
rubbish. This Mr Proverb hasn't got a clue! 
I'd like to_show him a trick or two. 
Nevertheless, screen shots are useful to 
help you understand the content more 
easily. If you recognise a situation, hen 
you're on the right track! 


@ Mystic numbers 


Even the old Precursors knew this’ principle 
in order to measure progress. 

IF the numbers become bigger, then 
everything is okay. However, if the numbers 
become smaller, then … your-best bet is 
probably to move back intime! AAAAHIIL 
Keep cool, don't panic! No worries, I'm 
with you! 
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Characters 


«_This is a brief guide to the CharactêfS,and will enable 
you to get to grips with.tfie perSonalities in.the game, 


Detailed portraits are in-{he châptèr‘Charattefs’ 
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A summary at the instructionsin the game: “Destroy 
this, blast that into the air, fetch this, bring that” 


How on earth did people cope before Jak and | 
appeared on the scene? Nobody-seems to get 


anything done if we don't do it. What do you mean? 


‘You reckon that the Daxter boxes also sometimes look 


suspiciously like orders? No, that's not true, I'm only, 


here to help … wouanesebigraundeyeszverietoyou 


Apster! 
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If any special features-appear in the game 
you will find specifie hints concerning new. 
Weapons, vehicles, locations of rare 
Precursor Orbs and lots more. Don't worry if 
you have missed an Orb. There are. more-of 

them in the game than you will-actualiy.need, 


@ Walkthrough 


The best way to get Jak to his goal: what 
you have todo, what you can do, what you, 
neêd to Watch out for, and the things you 
would be better off leaving-alone. 
Documented, tried and"tested, 

and recommended by experts 


@ Map 


The map indicates the area in.which the 
current mission wil take place and-will 
show-important things, for example, Jak’s 
face - where you will begin the mission. 
Other Important tems include icons 
belonging to the person who has assigned 
you the mission, important mission goals, 
items to be found such as Precursor Orbs, 
your-opponent's whereabouts, Krimzon 
“Guard Crates; the recommended route 
basically useful information. The.key to the 
Taps is on the back cover inside flap. 
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b step by step. 


Jak is standing next to a couple of metal crates underneath an 
opening in the wall (Fig. 1). Press @® to jump up onto these. 
Once you're in the room behind the crates, turn right down the 
corridor. You can take a look 
around by-moving the right 
analog stick. If you press down 
on the right stick (3), you 
can look around through Jak's 
eyes (first person perspective) 
Press @3 again to return to the 
original view. 


While you're in the corridor a hint will appear on-screen, 
showing you how to roll by pressing This will only work, 
however, if you're moving. If you press CD while standing still 
Jak will simply crouch down. If you then want to move, he will 
crawl around 


Orb HP 


Precursor Orbs can be 
exchanged for Secrets in 
the menu. The first of 
these can be found in the 
first room. Jump offthe. 
metal crates to the left 
and run along the tap of 
the cells-until you reach the Orb (Fig. 2}. 


An alarm bell will ring in the next 
room tarough the loudspeaker. 
You can simply ignere this. Turn 
to the left and jump onto the 
rates. When you get to the top 
you will be shown how to make 
a double jump. Press ® to 
jump and press ® once again 
while you're in the air.to jump even higher (Fig. 3). 


After having passed through the opening you will see two so-called 
Krimzon Guard Crates, which contain useful extras such as Health 
Packs. Use any attack, either with © or ®, to open the crates. 


On 


When the alarm sounds, 
take a look to your right, 
The Orb will be on the top 
of the cupboard (Fig. 4). 
You can reach it by taking a double jump. 


Now you will have to jump-up onto the platforms to yourleft. 
If you can judge the distances better from the side, turn the 
camera using the right stick (Fig. 5). When you reach the third 
platform you'll hear a warning message blare through the 
loudspeakers, and you'll know that you are on the right track. 


If Jak automatically gets stuck on the edge of a platform 
(Fig. 6) press the jump button so that he can pull himself up. 


The fourth platform moves. up and down. It's best if you wait until 
this comes down before jumping ahead (Fig. 7). Go to the edge 
and then take a double jump. After the platform has reached the 
top, take a double jump to the left in order to reach the next level. 
The high jump will be explained here. First of all duck by keeping. 
pressed down. Then press -the jump button (Fig. 8). Jump to 
the right to reach the next level. 


tor 5 high Jump 


You will encounter your first opponent here. Although the 
Krimzon Guard is not very aggressive, he'll clobber Jak if you 
ignore him. The guard will run towards Jak and give him a good 
going over with his energy weapon. This will cause Jak to lose. 
two energy units for each attack. You can take the guard out 
with two spin attacks (©) or strikes (@). You would be best 
fighting as follows: press @ to dash towards your opponent 
and knock him over, then punch him (Fig. 9) and follow it 
through withra spin (Fig. 10). Nice! 


Leaving the ex-guard behind you, climb up and jump onto the next 
moving platform to reach the second guard in the distance. Wipe 
him out before he realises-what’s hit him. If the guard should 
happên to be waiting for you at the edge, jump towards him-and 
press @ in the air to execute a dive. If you take a couple of hits 
along the way, you will find fresh energy in one of the two crates: 


Ort 43 
df 

The third Orb will be right at the top of the console. 
beside the second guard. Take à high jump to reach to it, 


Arnen Gurt 


The Krimzon Guards are the elite soldiers of Haven City. 
Commissioned by the Baron to whom they are 
uncompromisingly loyal, they defend the city and keep the 
civilian population under control. They are feared opponents 
due to their ruthless methods. Still, they're not a problem for 
a courageous hero like Daxter. 


= 
Beyond the orates you will.see a pole sticking out of a wall 
If you jump towards it Jak will automatically hold on and swing 
around it ina circle. A surprisingly elegant move. 

Press the jump button so that Jak lets go. His flight path will 
depend on what position he is 
In at that particularmoment. 
There will be no danger in 
practising here, as there's 
thankfully no sudden death drop. 
to contend with. A rare luxury in, 
this game. At any rate-Jak must 
jump off it once he's two third 
of the way up (Fig. 11). 


After having swung up turn to the right and jump up onto the’ 
next moving platform. Turn-roünd when still on the platform. 
and jump back to the right siderof.the corridor. You'll find two. 
additional crates guarded by-two Krimzon Guards. When you 
reachthe end of this long room, you will have to jump over a 
gap, which is toa wide-even for a double jump. You will have to 

do.a long jump, which is executed (Fig. 12) as follows: Ort HS 
Run towards the gap, press 
quicklyon CD to-do a roll, 
and.while you're rolling press 
@® to jump off the edge. 


Jak will take a breathtaking an. 

long jump as soon as-he has 

finished the roll. sonora neee | 

If you don't manage it and fall 12 Ort id 

intotthe pit below, use the crates and a couple of double jumps Look behind the pillar ta 

to get back up again. Round the next corner you will face your right once you've 

another perilous long jump, this time without a safety net. dropped down through 
the hatchway (Fig. 14). 


Viki 


You will find the tourth Orb in the first pit. Run forwards and take a long jump to the left over # 
(Fig. 15) to reach the passageway. You will then ha 
your way through another hatch. After having s! 
You will then reach a room with grid flooring. The guards below passage Jak will land in some murky water. Furth: 
Will be firing at Jak. Run quickly to the right and around the room there are stacks of crates. You will see 
corner until you reach the other end of the room, where you red light above it at the top of the crates ( 
will see a metal plate in the floor (Fig. 13). Don't stop, way out of the prison. Once you have re 
whatever you do, because you're virtually unprotected from the | will be over for now, and you can tak: 
shots even though you're close to the wall. Run to the burly of Haven City, where the adv 
hatchway, jump up and press 
@ while you're in the air. You 
will then break through to a 
lower floor. 


You'll find an Orb behind the console in the. 
room with the grid floor. 


This handy dive attack will 
algo allow you to open extra, 
rates and attack opponents. 


Ob AP 

You can reach the Orb in the recess from the top 

of the stack of crates at the end of the room. Take à 
double jump and then whirl around in the air to extend 
the jump. 


Orb #8 


The last Orb for the time being will be In the water, 
beneath the giant pipe opposite the exit. 


There's no reason to start an argument with any of the 

soldiers. That will only arouse the attention of the Krimzon 

Guards — as indicated by the different music and flashing map in 

he bottom corner. And now that we are on the-subject: the blue 

rangle in the middle is Jak, and the point indicates the direction 
vhich he is currently looking. 


Simply run down the street. After several metres an old man 
accompanied by a child will stop Jak. & Daxter (Fig. 1). The man 
ts called Kor. He will explain that you are a “guest” of Baron 
Praxis. in Haven City. 
However, the pleasant 
chat will soon be 
rudely interrupted by. 
the Krimzon Guards 
jo have an 
ncompromising view 
f how things are to 
tinue, Their motto 
Surrender and die!” 


Kor 


Kor will bring Jak in contact with the underground 
movement of Haven City. He is a wise old man, who 

will be able to tell you a lot about the city, its many 
dangers, and plenty of other vital nuggets of information. 
Sometimes he seems somewhat, well, let's say, eccentric, 
but he has his reasons for being so… 


Three Krimzon Guards will rush towards the small boy. You will 
have to stop them. If you don't take immediate action, the. game 
will be over in a jiffy. Beat them up quickly with blows and whirl-* 
attacks — two hits per person should do the trick (Fig. 2). 


Afterwards, Jak will undergo a weird transformation. As an after- 
effect of the Dark Eco experiments he will turn into Dark Jak, and 
is virtually invincible in this state. Later you can activate Dark Jak 
by pressing C2 but only if you have collected enough Dark Eco 
beforehand. 


After having transformed into. Dark Jak run towards the ten 
Krimzon Guards and keep pressing ® (Fig. 3). Continue fighting 
until all of the opponents have bêen eliminated. 


After the fight Kor will send you off to find Torn. A dagger marks 
his position on the map. The icon on the map will indicate the 
direction you should take. If you select “Show Map“ on the 
menu, the dagger will indicate Torn's exact location: 


Run straight down the street, which will be crawling with guards. 
A grey dot on the map indicates a parked vehicle (Fig. 4). 

When you're close to it, press ® to climb in. By the way, 

red dots on the radar 
are Kriizon Guasds, 
and the red beam 
indicates the direction 
in which they're 
looking. The large red: 
dots denote Hell Cat 
Cruisers and other 
motorized-guardians 
of the law, 
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Weteome to tie City 
Zrnrsvortontion System 


When you find yourself 

behind the wheel for the 

first time, you will be told 

the basics of the City 

Transportation System. 

You can fly in two zones: 

high or low. Press @2 to 

move from low to high and 

vice versa (Fig. 6). This allows you to dodge the 
traffic and to move more quickly. Accelerate 
with ® and brake or reverse with @. Press © 
to hop out of the vehicle. 


If you don't wish to stand out — which is 
advisable — keep away from the Guards. 
We don't recommend you ramming them or 
their vehicles. 


Alfhough you might fancy taking a sightseeing detour through the 
bustling city-the exits are barred with-energy barriers preventing 
you from going too far afield. Be patient, there are plenty of 
amazing adventures waiting for you out there, which. will let you 
see every far off corner-of the city. It's best to fly directiy to Torn: 
before getting too caught up in the tourist vibe. First of all,fly 
straight ahead, and then turn right at the next opportunity. After 
having turned the corner, keep to the left and you'lkeventually 
arrive at a dead end (Fig. 7). As you're driving along, you will 
notice a blue energy screen showing a question mark (Fig. 8) — 
unless you've sêt-off the alarm, in which case the energy screen 
will be red. You will be able to take on small bonus-missions at 
these stations at a later stage. 


Your contact man will-be waiting in the cul-de-Sac, To say that 
Torn is not particularly pleased to-see Jak & Daxtef,is putting it 
mildly. The surly-tout will refuse to lead you straightto Shadow. 
Looks like he's out to.show yott who's.boss aroundsthese parts … 


otro Blnmr Pom 


Ù | Torn is part of the underground 
movement of Haven City. He is 


An icon shaped like a ruin will 

now appear on the map, 

indicating the correct exit from 

the city. Jump into a vehicle. 

After having left the dead end 

keep to your right. This will 

ultimately take youto another 

narrow street, which ends at the 

city wall.gate (Fig. 1). Walk towards the metal gate,tt will open. 
automatically, and you will enter a kind of flioodgate. Wait inside 
untilthe door behind you has closed and the exit has opened in 
frontof you. You are now in Dead Town. 


Your firstopponent is waiting,just ahead of you: a small, green 
Glub (Fig.2). This monster will attack Jak with a vengeance. 
When he‚gomes into contact with Jak he deducts a unit of 
energy. You don't have to knock out these beasts, but itswould. 
be best ifyou did, to prevent them attacking you from behind. 
Go for a normal attack, or jump into the air and press-@ when 
you're above the beast. Defeated opponents wíl! leave behind a 
smalkamount of Dark Eco. Once 
yóu have collected enough, you 
can turn into Dark Jak agaim, 


You will see the tower with the banner straight ahead on the 
eastern side of the swamp. Make sure that yousdön 'tfallinto that 
gooey green stuff as it will cost you energy. The next two Glubs 
will be waiting for you On the island to your lèft. Head over there, 
then continue right, jumping over bath of the wooden platforms, 
Which will start sinking when you stadion them (Fig. 3). 


Once you are on firm soil again, you will be attacked by a 
Znorkle Tooth. This is a more aggressivebeast than his green 
colleagues. You will encounter-two more Znorkles as you head 
right over the narrow stone bridge (Fig. 4). After having KO'd 
them, jump up onto the wall and continue to your left towards 
the afearof the ruins with two green Glubs and two crates 
containing health power-ups. 


Go round the corner, then turn right and carry.on along the walls 
Be careful, another Glub.is lurking (Fig. 5). Here, where the walls 
form a crossroads, you cán-either,continue on round to your right 
or take a longjump straight ahead over the abySs. Whichever 
route youehoöse you'll end up in the middle of à horde of angry 
Glubs: Climb up onto the rubble and then across a crumbling 
walkway towards the tower. Don't stop on the disappearing. 
walkway, or you'llbe plunged straight into the contaminated 
water (Fig. 6). 


Next, turn right and proceed to climb up the oufside of the tower, 
using normal'jumps and double jumps. Take care, some platforms 
Will crümbie away whien you step onto them. Eventually you will 
feach 4 horizontal pole, where you will have to swing and press 
@) justas you are about tojump off (Fig. 7). After you have 
passed the' large corner platform climb down the descending path, 
hopping across two more crumbling slabs until you reach the next 
pole. The next three platforms are all of the crumbling variety, 
making this a very tricky sequence to negotiate. Get through it by, 
running a litte, and taking big double jumps (Fig. 8). When you 
have to-jump round the corner press the analog stick hard. 
towards the wall to avoid falling outwards. It's now only a matter 
of a short walk up more stairs to reach the banner. 


Mission accomplished! There's nothing more to do here, so it's 

time to return to the city. Hop up the steps (Fig- 9) and jump down 
the other side of the wall. From here, take the return patheback to 

the floodgate. Don't worry, you'll get the chance to explore th 

northern area of Dead Town, presently still shaded on the map, 

during a later mission. 


Once back in the city, get hold of a vehiele and-speed back to: E 
Torn, simply following the dagger iconon the map. He's no'longer 
standing in the side street, but on your left you'll see the door to 

his hideout (Fig. 10). Once inside, you'll receive your next 

assignment from Torn and Daxter will get a nasty surprise. 
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If you swim too far from 
the shore, a robot guard 
will emerge (Fig. 2), 
greeting you with a less- 
than-welcoming single 


well-aimed shot. The 

waters around the north 

island are particularly well 

controlled by this determined lifeguard. 


Three Manic Heads are just a few steps ahead of you. You can 
either use the pumping piston to take you to the level above 

(Fig. 3) where two Glubs will be waiting for you, or you can 
choose the slightly easier path along the water to the right and 
through the bushes (Fig. 4). Another Precursor Orb lurks in a 
large tube above the path on the right. You can reach it with a 
high jump. We're not going to point out all the locations of the 
other Orbs in this area, since there will be ample opportunity to 
collect them later. You will find a complete list of all Orbs after the 
walkthrough on pages 157-158. 


Continue running down, always to the right of the mountain, until 
you reach the end of the beach. You will see three extra crates, 

and to their left three steps leading up (Fig. 5). Jump up the steps 
to come face-to-shiny face with another Manic Head. Proceed to 


Leright onto the footpath. n 


the left across the bridge along which runs an energy barrier (Fig. 
6). With-a courageous double jump, you can clear it elegantiy as it 
approaches you. You'll find that you can stay ín the air longer and, 
delay your fall by executing a twirl attack in mid air. Once you have 
reached the next platform, which is full of enemies, jump onto the 
right-pumping piston. When it reaches the top, jump over to your 


Follow the outêr path around the northern mountain — past lots of 
opponents. Mind the precipices! You'll get plenty of opportunities. 
to practise your long jump skills here. Jump off the rotating bar. 
before it falls into the abyss (Fig. 7). To your south-west you, 
should see a metal ramp leading up to the third mountain (Fig. 8). 
Climb up the ramp and follow the path ahead. Finally, all you have 
to do is get past two more Manic Heads to reach the main valve, 
which will then be clumsily activated by the hapless Daxter = with 
only.a little help from Jak. 


After the action you should be close to the floodgate 

again. Now you can easily make your.way back into town and 
collect your next assignment from Torn. But are you any closer to- 
meeting the mysterious Shadow? 


ho Orme 


After having defeated the 

first Metal Heads near the 

Pumping Station and 

collected their yellow Skull Gems, you can pay a 
visit to the Oracle as soon as you have finished 
the mission. An orange icon, which vaguely 
resembles an octopus, marks the Oracle's hut in 
the south-east corner of the Water Slums. Inside, 
you'll discover a curious statue with a very deep 
voice (Fig. 9). It will huskily ask you to bring it a 
tribute of 25 Metal Head Skull Gems. As a reward, 
a new skill will be added to Dark Jak's repertoire. 
This is a voluntary mission, but extra skills are not 
to be sneezed at … See the Secrets chapter on 
page 144 for further information on Dark Jak's 
special moves. 
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\ Tme entrance to the Fortress will be clearly marked by-a oka eh: wlj 
NE sower icon on the map. If you didn't attract any unwelcome 4 Kaf, Jak. 
‘zmtention on your way there, you will simply be able to walk _% better ep laân 
ioht inside. If you were unlucky enough.td have raised the what! happening 
elarm, two gun turrets situated in front of the door will greet 1 ” 
voe with an unpleasant welcoming salvo (Fig. 1). Once here. Hon 
de, you will notice the ominous looking machine parked. Jee eve vgth ig Frou 
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Jump onto the‚metal plank to your left and along the back wall 
over to your right (Fig. 2). The machine cannot follow. you there, 
but be aware that it will continue to fire-away at you without _ © 
stopping. Go on running to your riglit and run the gauntlet of 
mini=gunsturrets (Fig. 3). Mysterious red laser beams will cross 
the path ahead of you. If you touch them you'll draw more 
‘gunfire so try your best to jump across them. And remember: 
never stand still! 


‘At the end-of the passageway, jump.onto the big wooden crate 
andfrom there grab onto the bar. Twirl across to the passageway 
above. The relentless machine. will smash through a gate down 
below. -Walk-along the upper ledges and jump onto the revolving 
platforms to reach the first of two tubes in the middle of the. 
Spinhing-machinery (Fig. 4). A simple attack will easily put them 
out of commission. As soon as both tubes are destroyed, the 
blue &riefgy barrier will open, (Fig. 5) revealing an entrance for 
youto jump across to, If you fall-down in between, run back to 
the wooden @rate and swing back up. 


Although yöu’should by now have left the annoyingly persistent 
machine behind, you’ will still be far-from your destination. First 
you múst cross the moving platforms. This is qúite easy, just 
don't rush things. Simple jumps wilt suffice. Having reached the- 
other side, go around the grid until you are’in front of the plates 
once-more (Fig. 6). On the opposite side, you will see two 
guards and”two-crates, but you don't actually have to go there. 
You want-to-get to the other side ofthe grid to your right. To do 
S0,-simply jump ontoone-of-the platforms that will be moving 
from righttoleft. From there, turn to-your-night and double jump 
quickly to-the right to get to the-next platform (Fig. 7). Jumproff 
it to your right where some-nice-guards will be. waiting patiently 
for you. 


Now for the spiked traps: two rows of spikes will spring out.of 
the floor at regular intervals. Simply start moving as soonvas the 
ones in front of you disappear (Fig. 8). After a few guards and 
spikes you will reach a ground plate. Break through, drop down 
and step onto the conveyor 
belt. Ride it to the end, then 
jump onto the moving platform. 
From there double jump onto 
the ledge at the back. Continue 
onto the next cofiveyor belt 
above ta reach the final room. 


At this point, you will get to watch a cut-scene 
that shows Daxter finding a Red Security 
Pass. This means that you can breeze past _ 
Checkpoints inside Haven City and thus 

finally leave the confines of the Slums. 


Watch and learn the secret of how the Krimzon Guards supply 
the Metal Heads with Eco, then get ready for some more running 
as another. guard machine is about to spring into action. Atthe 
back.of the room you will see the head of a rocket. Four supply 
tubes are attached to it, with four clamps that also appear on the 
vight-hand side of the screen. Your task is to destroy the missile 
cooling system — and this will only be possible with the help of 
the robot guard. You must-lure its red target circle onto the 
clamps (Fig. 8). Jump aside in time, before it starts to fire at 
them (Fig. 10). Waiting ata safe distance is also an option, 
although it may take a little longer. Simply keep out of the way 
until the Security Tank does the job for you. 


Once all four clamps are destroyed, a door will open and a 
countdown will kick in. You will now have a mêasly ten seconds 
in which to reach safety. Mission accomplished — back to Torn. 
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al package in question is firmly attached to the luggage 
e Zoomer you,won't be able to use any other Zoomer to. 
each your destination (Fig, 1). You will also have undoubtedly 
noticed that vehicles can only be used for a limited time ín the city. 
If you take too much damage from the Krimzon Guards the 
Zoomer will eventually explode —meaning one shipment down the 
drain, And you really don't want that to happen. 


The ramps in the Industrial Zone will take you to-the upper levels 
(Fig. 2). They're really only meant for pedestrians, but by the 
same token, they're delightfully free of Hell Cat Cruisers. 
Wherever you choose to fly, the guards will eventually notice you 
and your suspicious shipment and will do anything to stop you 
You can only move slowly on-the pedestrian level, if you don't 
want to fall off the edge. The advantage is, though, that you will 
only be attacked by ordinary foot soldiers. 


d NER 

This is where you get to know Krew, the very 5 
charismatic owner of the Hip-Hog Saloon. IF he tried _ 
to market his airborne frame, he would surely make 

a lot of dough. But he prefers to make with 
shady deals — including arms trafficking. As a 
welcome present, he gives Jak a weapon, the 
called, “Red Gun”. 


Down below, the situation is entirely different: roadblocks will be 
set up to stop you in your tracks and gun turrets and Krimzon 
Hell Cat Cruisers will fire at you with everything they've got (Fig 
3). Use the lower hover zone, avoid accidents and stay on your. 
route and you should reach your destination in one piece. 


The way through the Industrial-Zone is indicated on our map, ls a , 
good idea to pause your game periodically and check where 

you're going. As soon as you can see the port's water in front of 
you (Fig. 4), také”a right and drive on towards the Saloon. You 

can also fly diagonally across the water, which is tons ofsfun, (Fig. 
5). As soon as you reach the clearly marked destination, Jak will 
jump out of the saddle automatically and enter the saloon, This, 
marks the end of the mission. 


Kr@w and Daxter could end up as close friends, that is quite 
glear from the start … Krew does not provide the information 
you were hoping for, 
but your own weapon 
is nothing'to sneeze 
at, is it? You will have 
to prove that you 
know how to use it by 
completing a training 
session in the 
purpose-built shooting 
centre. The Gun 
Gourse is situated 
behind an 
inconspicuous 
entrance near the port (Fig. 1). On the map, it will be marked. 
by a round reticle. When you getthere, Sig will give you 
Instructions as to how to use the weapon. You'must follow 
these instructions in order to proceed. 


Rot Gun 


The Morph Gun is a Wastelander's best friend. It 
features four different modes, but to begin with, you 
can only use one of them, the “Scatter Gun” made. 
We also call this the “Red Gun”. The Scatter Gun is a 
weapon with a short range, wide 

field of fire and a very low 

shooting frequency. 

It can also be fired 

while driving. 


‚Bert Senttor Gun Courer 


ACT 1] 
1. To fire the weapon, press @D. 


2. To,holster the weapon press + on the digital control pad. 

3. Draw your weapon again by clicking t or @D. 

4. You will find the-appropriate ammunition (“Red Ammo”) in 
the Krimzon Guard Crates. Shoot them to pieces! 


After having smashed the crates in the room, it's time to-try 
your luck with the Scatter Gun Course. Go over to the left door 
and confirm your intention by pressing ®. Here are the rules: 


1. Shoot the targets: there are various targets. Most of them 
will be blue (Fig. 2), although some will be gold (Fig. 3) 
Some will require two hits (Fig. 4). The quicker you hit your 
target, the more points you will be awarded, 

2. Hold your fire on civilians (Fig. 5). If-you hit a friendly target, 
points will be deducted (-100). You must think first and then 
shoot. The “civilians” are clearly distinguishable from the 
Metal Head targets. 


A few more tips: 


« Move forward slowly. The targets will gradually appear further 
and further to the back. 

» Look for ammunition crates along the way. Each one contains 
four packs with five cartridges each. Your ammo capacity is 
50 cartridges. 

« You must reach at least 3,090 points to accomplish your task. 
If you don't make the total straight away, simply try again. 

« You can also destroy the targets by hitting or kicking them. 
Very helpful if you are short on ammunition, and sometimes 
it's even quicker. 


Leave the building as soon as you have enough points. The 
cocktail glass icon on the map indicates that the charming Krew 
has an assignment for you. 


From now on you can try to set new records on the Gun Course 
to win Precursor Orbs. With the first Gun Upgrade the task will 
be easier, a bigger magazine will also be helpful. 
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The 'X' icon on the map designates the floodgate that leads to 
the Pumping Station. You will need to. getyourself-a vehicle and 
fly back to the Slums via the 
Industrial Zone before 
continuing.pn to the gxit in the 
Water Slums. Outside, you. wilt à 
meet Sig who will explain 
everything else to you (Fig. 1). 


The huge Wastelander 
is Krew’s personal 
bodyguard — as well as 
a passionate Metal 
Head hunter. With his 
powerful weapon, the 
Peacemaker, he 
has polished off 
a few trophies 
&/_ tor the Hip Hog 
Saloon here and 
there. In action, he 
is a powerful and le Ch 
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At the top of the screen you will see a display showing Sig's. 

remaining energy level. You would think that the bloke could look 

after himself pretty well, but at the moment your help is crucial. 

Take aim at the Znorkle Tooth and-Juice-Goons which will appear 

right in-Sig's path (Fig. 2). Try not to attack your team-mate 

outside of battles. Sig can get violent pretty quickly, even with his. 
supposed buddies. 


Don't move too far away from 
Sig. When he calls "stay with 
me” be sure to stick close — 
don't be tempted by a few far- 
away crates. If Sig feels that 
you've left him all alone, he 
will abandon the mission 
immediately. Sensitive soul 
Stillsit's nice of him to leave you all the Skull Gems (Fig. 3) 


w Sig up to the footbridge where he-will blast the big tank 
of the way. Then it will be your turn to lead the way and 
minate two Juice Goons or at least push them off the 

ridge (Fig. 4). At the corner you must jump up onto the 
oedge end and pull it down with your body weight (Fig. 5). Sig 
wet then take aim at the first target. While he charges up his 
wusty Peacemaker, you must repel all the “ Znorkle Tooth 
monsters that jump up onto the footbridge. Your best vantage 
nt will be standing right next to Sig where you can easily 
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After the first Metal Head is \ced, proceed Bowm fo The beach. 
You will have to plough through hordes of Glubs and Juice 
Goons to reach your second destination (Fig. 7). While Sig 
focuses on his preparation, ward off all the creatures that will 
come jumping out of the sea. Next, turn north. On your way; 
you will have to pull down another bridge-end. At the end ofthe 
footbridge, repel the 
advancing marauders forthe ACT 
third time (Fig. 8). ACT 19 


AETL10 
ACT 1.11 


Now follow Sig down to the 
beach (Fig. 9). Before he can 
take aim at the fourth target, 
you will need to clear the 
vacinity of all Juice Goons. 


ACLI 


AGT 1.13 


On your way to the fifth trophy, Sig's weapon will suddenly 
malfunction underneath the-bridge (Fig-10). While he is busy 
with his stubborn Peacemaker, you'll have to contain all the 
suicidal Juice Goons who will rashly jump down on you from 
above. Changing into-Dark-Jak may well prove useful here. 
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ACP I7 
Having survived all this mayhem, you will now be very close to 
your destination. A few metres ahead, Sig takes care of the 
fifth and final target, while you must once again silence the 
obnoxious Znorkle Tooth gang (Fig. 14). 
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Job done, you will be free to return to Haven City through the ACT 1.21 


floodgate — the cocktail glass-on the.map willindicate that 


Krew once again wants to call upon your services. ACT 22 
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Thé entrance to the Sewers is situated in the Industrial Zone (Fig. 1). On the map, the 
floodgate will be marked with a manhole cover (a circle with a dot in the middle). 


Go through the metal door and ride the lift downstairs.A symbol on the right of. your 
screen indicates how many sentry guns remain. The positions. will be indicated as 
green points in the Show Map menu. You will encounter several Znorkle Tooth in the 
first corridor. Thanks to the Red Gun, they shouldn't pose a problem. Watch their 
cheeks: they'll inflate them and give a frog-like croak at the same time. They willthen 
lash out with their very long tongues, which they love using to hit you (Fig. 2). Round 
the corner, the first gun turret lurks in the darkness. 
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Jak is a very good swimmer and diver, but because there is Keep moving along the same path (Fig. 9). Suddenly the metal 
quite a bitof animal life in thesewer, it is better to stay dry. walkway will start to collaps underneath you. There is nothing 
Prepare yourself for a little you can do to stop yourself falling into the pit below so you'll 


surprise along the back wall just have to roll with it. Crack open the crates at the-back to get 
near the second grid (Fig. 6). \ the goodies. Step on the light 
The creature slamming switch and then retreat back 
against the grid is no danger into the corridor a little and 
to you. But the same is not patientiy wait for the eight 
true the other way round! Grunts that will come 
marching towards you (Fig. 
10). As they're unable to 
approach you from the side, 
Cross over the series of platforms. You will see another light you can easily ward them off 
‚switch.on the ground in the pitch-black passageway (Fig. 7) using your Red Gun. After the 


Pressing it will reveal three very strong Grunts. Take care of battle, climb up the platforms, 
business, then follow the corridors round until you reach the which are situated to your left 
second gun. This time, a small path leads to the canon (Fig. 8). at the far end of the room 

If you watch out for the timing of the shots and try to always (Fig. 11). A little further along 
take a double jump in time, you will easily reach your target. If the corridor the-third cannon * 
you happen to fall in the water“make sure you steer clear of the will be waiting for you. You 
floating mines. can jump towards it 


diagonally using the round 
platforms without much 
danger. If you have enough 
Dark Eco to summon Dark Jak 
it will make this section a 
whole lot easier. 
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In the. next shaft you will trip over another light switch. A little 
further along, the light will go out again automatically, leaving you 
alone in the dark with three Grunts (Fig. 12). This will not be too 
much of a problem, however, as you can make-them out by the 
luminous Skull Gems on their 
foreheads. Apart from that, your 
Red Gun will prove very useful: 
just fire away! Behind their 
position, the fourth cannon will 
be blasting away from the left, 
You must jump towards it 
across three platforms. As you 
do this, don't panic or remain 
on the same spot too long. Run 
and jump over quickly (Fig. 13). 
Successfully destroy the gun, 
and your mission will be 
complete. 


You will still have to get back to 
Krew in one piece, however. Be 
vigilant, as between you and 
the end of the tunnel several 
Znorkle Tooth and Metal Heads 
will be lurking in the shadows 
(Fig. 14). At the turn-off just 
after them, jump down to your 
fight to reach the floodgate. 
Drive back to Krew and he will 
present you with a Weapon 
Upgrade and make tactless 
comments about sewer smelis. 
You will have to get the Blaster 
component from the lobby of 
the Gun Course yourself. A 
weapon icon on the map will 
show the way. 


The Power Blaster — also 

referred to as the Yellow 

Gun — has a long range, 

and its firing frequency is 

extraordinary. But there is 

also a disadvantage, of course: the shooter is 
required to be more accurate when aiming. 
Using the control pad, you can switch back and 
forth between the weapon modes. Press up for 


the Red Gun and down for the Yellow Gun. 


You can also kick and shoot almost at the 
same time (Fig. 15). Position yourself in front 
of the first target and press ©, immediately 
followed by @D to hit both targets one after the 
other. From now on, you will also find Yellow 
Ammo in the Krimzon Guard Crates. 


Now you will get to practise with your new weapon on the Gun 
Course. The Power Blaster training begins behind the door on 
the right-(Fig. 16). You can, however, defer the compulsory 
exercise and leave the Gun Course with the weapon in your 
luggage. The glass and dagger that will have appeared on your 
map indicate that not one but two unpleasant gentlemen want to 
call on your valuable services: However, the gun reticle icon also 
makes it clear that sooner or later you will have to think about 
your weapons training. These will-be your options: 


« Beat Blaster Gun Course: see page 59 


« Torn: Rescue Vin at Strip Mine: see page 60 
« Krew: Beat Time to Race Garage: page 66 
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Yellow Gun training is one of three missions that you can complete after 
having destroyed the turrets in the Sewers. The format of your Power Blaster 
training is similar-to the Scatter Gun training (cf. page 53). The faster you 
destroy the targets, the more points you get. If you destroy a “civilian 

target, you will — deservedly — be punished with a point deduction 


This time you will need to score at least 4,000 points to complete # 
mission. In order to take aim, you must move tov 

virtually automatic: watch out for the way the red la 

target (Fig. 1). If you have problems making enough poi 

being too passive. Make sure you are always in ihick of 
continuously running back and forth between the target: 

okay. 


7 By the way: once you have successfully cracked the required numb: 
pgints, you can always play,Gun Training just for the sheer fun of 
to beat the record, 
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This mission will become available to you after Destroy Turrets in 
Sewers. Once you have received your instructions from Torn, a. 
yellaw lightning icon will guide-you to the warp gate located at the 
other end of the Industrial Zone. Drive-up one of the pedestrian 
râmps and enter a semicircular building (Fig. 1). Inside, you will 
find the portal that you have been looking for (Fig. 2). 


After jumping out of the warp gate you will find yourself in a 
kind of“gravel.pit. You will see three crates just a few metres 


ahead.of you. This is where you will encounter your first Stinger 


(Fig. 3). He will runs towards Jak in a zigzag pattern and ought 
to be eliminated with the Blaster before he can stab you. 


Lots of Metal Heads will be 
patrolling in the Strip Mine. 
Many of the creatures will be 
heading straight-for Jak. You 
should therefore proceed very 
slowly, always looking around 
you (using the right analog 
stick). Keep firing systematic 
and wellaimed shots using 
the yellow-weapon. If 
necessary, you can change 
into Dark Jak, provided you 
have collected enough Dark 
Ecolf you've already been 
taught how to use the Dark 
Bomb by the Oracle (see page 
144) it will come in very 
handy here. 


Move towards the water, 
taking care not to fall in as 
getting wet means instant 
death, Follow the path torthe. 
left that leads through the 
dunes. Lots more Stingers-and 
Grunts will surround you. 
You'll also spot a Metal Jacket. 
flying around (Fig. 4). Bring 
him down.to earth quickly 
with two shots from the 
Yellow Gun before he can do 
too much damage. Next, you 
will comê to a large clearing 
with a conveyor belt on the 
ground (Fig. 5). Follow it, then 
pass the slopes on the other side. Keep following the path, past 
the crates, until you reach the building in the background: a 
moving walkway leads up to the front (Fig. 6) 
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+ On the large platform on top of the building you must first get 


rid of three Grunts. You can then approach the crane that is 
transporting mine carts filled with rubble (Fig. 9). Choose one, 
jump on it, and ride it to the far side before jumping off. 


When riding on the mine carts 
make sure that you deal 
swiftly with.the Metal Jacket 
who hovers around taking pot 
shots at you. Bring-him down 
with two hits from your 
Blaster: You will encounter two 
more’on your way, and at:the 
other end you must be extra 
careful asaStingeranda 
Grunt will-charge towards you 
‘and try to push you over the 
edge (Fig. 10). Once you have 
escaped this latest danger turn 
right, towards the door next to 
the warp gate. Here's your 
chance #0.save poor old Vin 
who seems just a tiny bit 
jumpy… 

Time to return to the Power Station together with nervous Vin. 
You can then either get your next mission from Vin (Destroy 


Eggs at Drill Platform) or do Torn another favour (Find Pumping 


Station Patrol). 
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This mission will become available once you have saved Vin at the 
Strip Mine on Tom's orders. You will be briefed by Vin on your next 
mission in his headquarters at the Power Stattion on the edge of the / 
Industrial Zone (Fig. 1). His icon will appear on the-map as 
a lightning flash. 
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Vin is a brilliant engineer who is in 
charge of the city's Eco power grid. 
W's his job to keep the Metal Heads 
out. This problem takes its toll on 
his nerves and even the term hyper 
nervous does not fully do justice to 
his jittery state of mind … 


This time, the warp gate will not drop you off in the Strip Mine, 
but on the Drill Platform. Your mission is to destroy the Metal 
Heads’ eggs. You can't do this with your Morph Gun, however. 

You need more weighty firepower to scramble those eggs. Look 

no further than the cannon on the opposite platform. To get 

there, you must first get past the Ginsus menace (Fig. 2). These 
*__enemies are always hovering just above the ground and will‘try 
to encircle Jak before attacking him. Use the split-second delay 
to blow them away with your Red Gun. Remember, don't attack 
these small fluttering creatures without using a weapon — unless 
you do so as Dark Jak. Normal physical attacks will only result 
in pain. Once you've dealt with them, go to the platform, stand 
on the lift panel in the middle (Fig. 3) and let it take you up. 
When you get to the top, enter the cannon turret and open fire! 


Connor etutin 


To fire, press @D. Your 
weapon will heat up in 
the process; a round 
indicator in the middle 
of the screen will start 
moving up. When the 
indicator has reached 
the limit, your shooting 
frequency will fall. This 
means that you must 
take your finger off the 
trigger once in a while. 
3 A small triangle on the 
outside of the circle will 
indicate where the next 
opponent is — and from 
: where the next one will 
approach. The 16 green blocks in the circle 
represent your energy level. If you are hit too 
many times and the last block disappears, the 
cannon station will explode — and Jak with it. 
You can always leave the cannon station by 
pressing ® (Fig. 4), but you will need to use 
the firepower of your gun to destroy the Metal 
Head eggs. On the right side of the screen the 
— indicator will tell you how many eggs are 
within shooting range. 


Ì you're at the bottom, it will go back up to the middle level.) 
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Your opponents are Wasps who will viciously attack you to 
prevent you from destroying the eggs. The first two will fly 
towards your nose (Fig. 5). The Wasps will be in trouble after 
the first hit, but they still have some fight left in them. Only 
when you see the Skull Gem fly away after three direct hits can 
you begin to relax. The third Wasp will approach from the left 
(Fig. 6), followed a little later by nos. four and five. They will 
both come from the same direction, round the corner of the 
building. The last Wasp will approach from the opposite 
direction, roughly where the. warp gate is. 
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As soon as the coast is clear, you can take care of all 58 Eggs 
without any trouble. The first nest is just below the warp gate. 
The next one hangs to its left, on the corner of the building (Fig. 
7). As soon as the last batch of eggs has burst, blow a hole in 
the wall. Before exiting the turret (with @), make sure you've 
destroyed the three remaining nests which will be stuck to the 
wall further to your left (Fig. 8). 


Take the lift down two levels. (If you jump back on it when 


Be careful when you go through the hole that you blew in the 
wall because there is a Stalker lurking in the passageway. 

This clever Metal Head will be protected by an energy shield. 
Keeping as far away from your opponent as possible, take 

your Yellow Gun, make sure your target laser is fixed on your 
opponent. As soon as the Stalker lowers his shield take a double 
jump and shoot (Fig. 9). That 
way, you can jump over your 
opponent's shots while at the 
same time landing a direct hit. 
If one hit is not enough, wait 
until the Stalker lowers his 
shield-again, before hitting him 
with your decisive shot. 5 
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A tew Precursor Orbs can be found on the Drill 
Platform. You will only be able to collect some of 


AOT 


them during this mission. The map will show you 
exactly where they are located. 


As Dark Jak you can easily make mincemeat of the hapless 
Stalker. And while you're at it, you can also eliminate all the Ginsus 
in the background. When you go through to the next area look 
around for ammo crates before jumping up on the barrels (Fig. 10) 
and moving across to the metal footbridge. Beware of the flames 
that flare up through the grids at regular intervals. Simply continue 
running when they disappear. At the end ofthe footbridge you'll 
find a lever to your left on the wall (Fig. 11). Hit it and a platform 
will flip up. Jump onto the platform, quickly (it will-flip down again 
within a few seconds) and continue on your journey. 


Exit the turret, take the lift down (watching' out for Ginsus!) and 
go to the open passageway where a Stalker will be lying in wait. 
On the other side you’llfind some health and ammo crates to 
your left. Jump along the wall-from one platform to'the next. Do 
this quickly, as the platforms will give away suddenly when you 
stand on them (Fig. 16). You'll also have to swing on two poles. 
Then you must get past another swarm of Ginsus on the other. 
side in order to reach the third lift. Take a seat in the cannon. 
turret and turn to the right a little (Fig. 17). Three Wasps will 
come flying from behind: The second group of Wasps will 
approach from the left (Fig. 18). The next swarm will come from 
the right, round the side of the building. The last group will also 
approach from the right, fram the direction of the crane. 


To finish off, you must destroy all 49 eggs. From the starting 
position the first nest will be straight ahead on the ball. The 
second will be to the left of the first. The third and fourth will be 
to the right, below the,crane (Fig. 19). The fifth can be found 
right above the fourth, up on the crane (Fig. 20). When you blow 
away.this nest, the crane will collapse and form a bridge over 
the abyss. Using his walkie-talkie, Vin will congratulate you on 
your egg-citing success. You'll have to face three more of those 
pesky Ginsus before crossing the crane arm and returning to the 
warp gate which will transport you back to the Power Station. 


To the left and around the corner, past four Ginsus, you'll find. 

another lever and yet more Ginsus. Flip the lever and jump up, 

then jump down and move forward slowly until the Wasp blasts 

away part of the metal footbridge in-front of you (Fig. 12). Run / 
across the remains of the bridge and shoot the Ginsus that rd 
ambush you. Ride the centre lift panel up and run quickly to-the 

second cannon turret. Two Wasps will approach you from the 

left (Fig. 13). The next pair will-come-from the same direction 

Number 5 will approach from the Warp Gate, Turn right to get rid 

of number six (Fig. 14). The last Wasp will come from the 

direction of the warp gate. Finally, you must destroy all 44 eggs. 

Two nests are hanging to the left of the warp gate. Blow a hole in 

the wall while you're at it (Fig. 15). You will find.nest no. 3 
directly above, on the large ball The final nest is-behind-you. 
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After having rescued Vin at Torn's “request”, there will be 
yet more babysttting in store for you. But since you'll be k SEE 
dealing with a feisty female friend this time around, you n 5 | 
won't mind helping out, will you? pn 3 
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As usual, the security gates to the pumping station will be 
marked with an “X” on the map. As soon as you have 
passed through, you will encounter your first Spyder 
Gunner (Fig. 1). It will take four hits from your Blaster to kill 
ese tough. Metal Heads. Fight your way through the 

shes to the right of the shore. Run along the beach on 
ther side of the mountain. At the far end of the beach 
on the other island you will see more Spyder Gunners (Fig 
2} but you'll find it easy enough to-keep out of their way. 


Swim to the right over to the three rotating platforms (Fig. 
3). Climb up, then double jump to the upper level and use 
the pumping pistons to get even higher (Fig. 4). Here on 
me ledge you will find numerous crates filled with 
ammunition, Uh-oh, that could be a bad omen! Run to your. 
eht where you will encounter two Spyder Gunners 
gecompanied by two Juice Goons. Use the long range of 
„me Yellow Gun to eliminate them from a distance (Fig. 5). 
Then look back to the right and encounter adorable, Ashelin. 
Unfortunately, smitten Daxter's tempting offer of being her. 
ier on the frontlines of love must wait a while yet as 
hordes of Spyders and Goons will be attacking. 


Ashelin's energy level will no 
the screen. This means that 
your-own. Don't worry, sl 
_your Yellow. Ne 


ay want to t 
Jak. But use Ren  ammunitio 
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This is one of the three missions that will become possible after 
Destroy Turrets-in-Sewers. You will find out the details in the Hip- 
‚ Hog Saloon. 
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With the Green Security Pass thât Krew gâve you the green 
checkpoint between the slums and the Stadium Section will 
miraculously disappear. A display at the top of the screen will tell 
you the distance to the stadium and a spanner icon on the map 
will show you the direction. Jump onto the Zoomer in front of the 
door and press pedal to metal. You will have three minutes in 
which to get to the stadium. If you only have the red and green 
Security Passes it's gonna be a close call. You'll have to go 
through the entire Industrial Zone and the Slums as well as the 
Stadium Zone. A time-consuming detour. It's still possible to make 
it, but only just. 


If, however, you also have the Yellow Security Pass from Ashelin, 
you can cover the distance easily in two minutes. In this instance, 
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‚ missions, as he wants them to 
De en tefacts. Ashelin 
low Security 
kes a farewell ‘present and 
memento. This will enable you 
{to access Haven City's Bazaar, 
where you can ask Önin for 
‘advice. Onin's position will be 
indicated on the fap in the form of a tent. Unfortunately, Ashelin 
_ somehow forgot to take you there. Or maybe Daxter's drooling 
_put her off. It looks like you must make your way back to the city 
under your own steam. 
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the spanner icon will lead you past the Statue of Mar (Fig. 1) and. 

|_around the palace. As soon as you reach the channel in the. 
Stadium Section, fly right, hovering just above the water, (Fig. 2) 
and follow the course of the channel, There's a handy shortcut 
underneath a row of houses (Fig. 3) that will bring you right to the 
stadium's main entrance. Now you will only have to go up the 
stairs, get off and go left through the passageway (Fig. 4) where 
you will find the marking that you seek: Done! 


In the garage to your left, Krew’ s mysterious female client will be 


waiting. Sadly after all your efforts she has absolutely no time for „ 


you. But you are free to take up her Jet Board Stadium Challenge. 
Sounds like much more fun than rushing straight back to Krew 
| justto work as his messenger boy. (See Collect Money-for Krew). 
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Cool, Jak, now you have a new employer: a talking curtain. Oh boy, you really will work 
for just about anyone. Still: a challenge is a challenge, and who are you to turn it down? 
You can reach the inside of the stadium through the entrance on the other ênd. Look for 
the flashing icon on the map. Flooded by heavenly lighting, your gleaming Jet Board 
awaits (Fig. 1). Take it and follow the instructions: 


Get on it: Press 

« Jump: Press the Jet Board ® 

» Duck jump: Press and ® to jump higher. 

« Boost jump: Jump with ®. Shortiy after landing, when Jak crouches/down, press © 
again (ifit works propêrly, you will generate a visible shock wave). 

e_Using this technique, jump to the higher level with the pool of light (Fig. 2) 

« Grind: You can land on rails, tubes or similar things and grind along them (Fig. 3). 
Jump onto the rail and press ® to grind. Use the stick to steer in the right direction 
so that you don't slip off. 

« Spin: You can spin in the air and land a perfect 360° for a speed boost. Jump with ®, 
press @D while in the air and twist the stick at the same time to left or right. 

« Flip: You can do flips while you jump. Jump with ® and press while in the air and 
at the same time flip up or down using the stick 

« Tricks: You can also do tricks for fun. Jump with ® and simultaneously press 
while in the air, moving the stick in any direction. 


Now that you have worked through the basics, you can embark on your Challenge. 

Go down the ramp to the hall and touch #he judge in the light beam. You will have 90 
seconds in which to attain 15,000 points. A large obstacle course will be ahead of you 
There will be many ways to make points here: by grinding, in the half-pipe, by jumping 
through rings of fire etc (Fig. 4). If you simply want to reach your target, do the 
following: Hold on to @D and CD the whole time, then jump using ® while 
simultaneously moving the stick in one direction (Fig. 5). Do this in every possible 
direction to perform a variety of tricks. Quicker than you can imagine you will have 
gathered the required number of points. 


When your time runs out you will be prompted to return to the garage. Go back up the 
ramp on the edge of the hall and head for the exit where Jak will put the Jet Board in the 
rack properly. What a neat guy. Now return to your good friend, the talking curtain. It still 
refuses to let you in, but “he” has an idea that might help you get closer to the Baron 
(see Turn on 5 Power Switches). From now on you can play the Jet Board Game to beat 
the record. 
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Once you have completed Krew's 
mission Beat Time to Race Garage, he 
will have the next delicacy ready for you. 
There will be pleasant surprise waiting in 
his sleazy den in the shape of Tess, a 
barmaid who does a bit of spying around 
the Hip Hog Saloon for Torn. 
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The startof the mission will bel heralded by the appearance of 
_an alarm and a ticking fimer. You will | have 34 seconds to grab 
the Zoomer outside the door \ 
and collect the first package. 

You can easily determine the 
number of bags still to be 
collected by checking the 
number next to the bag icon 
that appears on the screen. 


A green circle will be blinking on 

the map, indicating the location 

of the first bag. It can be found on the shore, atthe corner in 
front of the Gun Course (Fig. A). You only have to fly straight 
through to collect it. There's a time bonus for you: each time you 
will have-under 30 seconds to collect your next package. 
Package number two is near the turn-off to the Industrial Zone 
just past the bridge. 


The remaining packages will all be within the Industrial Zone, so 

just keep going in the direction of the Slums. Package number 6 

cân be found at the end of the square near the Sewers floodgate 
“ (Fig. 2) As soon as you touch it you will only have seconds left 

to get the seventh money bag. Turn left immediately, and you’ 
see it lying in the corner of the square (Fig. 3). After collecting 
the seventh money bag go back in the direction of the Hip Hog 
Saloon. The last penultimate package will be close to the Gun 
Course, and the final one will be on the corner in front of the 
Saloon. When you have delivered all the loot to Krew he will gie 
you a Gun Upgrade in exchange. « 
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The hard-earned reward from Krew will increase the 
shooting rate of your Scatter Gun. 
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Since helping Ashelin at the pumping station, you will have had 
a Yellow Security Pass, which ensures that you gain entry to 
the Bazaar. A tent icon will indicate the right way to get there. 
on the map. At the pedestrian 
ramp you will have ta get out 
„__ (Fig. 1) and walk the last few 
« __ metres, as vehicles aren't 
allowed in this area, You will 
now have the pleasure of 
meeting the taciturn Onin.in. 
her tent as well as her 
infinitely more talkative. 
compahion Pecker 
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Go back from the tent to the viaduct, and then drive in the 
direction of the mountain icon on your map, past the giant 
palace until you reach the lush greenery of the gardens located 
on the edge of the city (Fig. 3). 
After passing through a 
security gate, you will arrive in 
the mountain region outside of 
the city walls. Once you have 
arrived, jump through a warp 
gate, which will transport you 
to the top of the mountain. 
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Run past the crates, which are to your left. To your right, around 
the corner, a pointed metal spinning top will be hovering in the air, 
When you fire at it, the object willflip over to form a makeshift 
platform (Fig--4). Jump over it and then continue down the hall. 
Hop onto the large, round slab that turns out to.be a lift that takes 
you down into a deep valley below (Fig. 5). Once you arrive you 
Will be confronted by two Manic Heads trotting happily towards 
you, so greet them with a few bursts of your trusty weapon. From 
your-vantage point in the valley you will be able to see a bronze 
hall known as the Distribution Hall (Fig. 6). The exits here will lead 
you to the Gear and Shard artefacts. Back in the valley, look to 
your left to see a passageway leading to the Lens. It is entirely up 
to you which artefact you look for first. 
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In the passageway, on the left-hand side, you'll find a Stalker 
waiting to greet you (Fig. 7). Just like the rest of his kind on the 
Drill Platform you can easily get rid of him by jumping and firing 
with your Blaster as soon as he drops his shield. 


Afterwards, change to the Red Gun and jump up the steps behind 
your victim, In this way, you can easily deal with the three 
Hoppers who hop by. Head on past the crates and the tree and 
jump down at the end of the path. Suddenly, a Ram Head will 
break through the wall. You can only continue on your way once 
you have finished him off, 


The Ram Head is extremely well armourêd, and you will only be 
able to injure him by hitting his stomach. The beast will 
immediately storm towards you. Get out of the way, and then take 
a few steps in the direction from which he charges (Fig. 8). Make 

a feint, he will come to a halt, then turn and rear up to expose his 
soft and vulnerable under-belly (Fig. 9). This is your cue to let him 
have it right in the guts with the Yellow Gun. Unfortunately, that 
won't be enough to stop him. You'll have to repeat the exercise 
another four times. He will then spit out a Skull Gem, and at the 
same same a large round switch will appear’in the ground. Take a „ 
Dive at the switch (jump and @). A wooden plank will emerge f 
from the wall, which you can use to climb your way up. 


Continue onwards and you will eventually encounter another 
Stalker, who you can eliminate using the same method as before. 
Then jump over the abyss (and follow the path to the end. As 
soon as you reach the three crates, the path will crumble away 
behind you, revealing three mobile platforms (Fig. 10). 


Use.these mobile platforms to reach the next level and keep on 
followingthe path. After shooting more upturned cones to form 
platforms jump onto the moving planks (Fig. 11)-You will reach a 
waterfall, where four-Hopp@rs will attack you. On the other side, 
you will have to eliminate six Manic Heads before facing another 
Stalker.round the corner. Once you have defeated it, you can 
stamp on the switch in the ground, to send two more planks. 
shooting out of the wall. You have almost reached your (first) goal! 


Atthe top, eight Hoppers will approach you at the same time. 
Thanks to the‚Red Gun they won't pose any problems (Fig. 12). 
Insthe hall behind them you. will find the Lens. After watching the 
hilarious cut-scene ga’back outside. A platform will have 
appeared on your left (Fig: 13)-to-take you down to the 
Distribution Hall, from where you will have a choice of several 
different exits. The right-hand-one will take you back towards the 
warp gate: Go through the-doorway on your left, between all the 
crates, to reach Gear. 


Golden Gear 


Vou will see three moving platforms behind the middle door of 
the Distribution Hall, which will continuously hover backwards 
and forwards across the abyss. You will have to flip them over 
by shooting at them (Fig. 14). You will then be able to hop 
across to the other side. Another angry Ram Head will be 
waiting for you, so eliminate it in the usual manner. A switch 
will then appear, so stamp on ìt and climb up the planks. A little 
further on you will reach the spectacular rock fall. 


Ifthe rock fall comes from the left (Fig. 15), climb up on the. 
right and jump towards the left. Hop up onto the ledge then 
jump over to the right hand side. You'll find a crate with a Health 
Pak, A couple of levels further on you will find a second crate. 
There is no sure-fire way to get to the top. You'll have to keep 
your eye on the boulders (Fig. 16) and make your next move. 
when there are no moving rocks nearby. Be patient and keep 
dodging between the boulders and you should come through 
relatively unscathed. 


‘After you have left the falling rocks behind, you'll have to cross an 
abyss with the help of yet more revolving platforms. You.will then 
reach the machine with the Golden Gear (Fig. 17), which Daxter 
will walk off-with in his unique and vnassuming way. Look out! 
You will see a platform hovering in the air behind the (former) 
machine, which will take you down to the Distribution Hall. 
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There will be three Manic Heads romping around behind the last. 
Distribution Hall exit (Fig. 18). After you have got rid of them, 
unholster the Red Gun and approach the end of the valley, 
where you will be confronted with an avalanche of Hoppers (Fig. 
19). However, they look much more dangerous than they really 
are. You will have to afternate between shooting them and taking 
a step forward. As soon as you have arrived at the passageway 
at the top, the Hopper barrage will come to an abrupt halt. 
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A Stalker will be lurking in the small valley basin behind. You can 
Either fight hìm, or immediately hop up onto the opposite ledge. 
After passing a couple of moving planks you will arrive at a lake; 
which you will only be able to cross using very special crates. 
Stand on the shore in front of the first crate and hit it with ®. It 
will open up, and you can step inside (Fig. 20). If you hit it once 
again it will continue to open up. In this way, you can create a 
temporary bridge across to the other side of the lake. If you 
make a mistake, use the ground switch onthe shore to restart 
the puzzle from the beginning. 


You should hit the crate in the following directions: 
No. 1: forward, 3x left, forward (Fig. 21) 

No. 2: forward, left, forward, „left, forward (Fig. 22) 
No. 3: forward, 3x right, forward 

No. 4: 2x forward, right, 2x forward (Fig. 23) 

No. 5: forward, right, forward, right, forward 


Various Precursor Orbs are hidden in this Area. Some 
of them can only be obtained at a later stage, when the 
Jet Board can be used. 


After having arrived 
at the far shore you 
will have to climb 
up and face the 
Ram Head on the 
round platform (Fig: 
24). When you've 
defeated him a door 
will open to your 
right, and you can 
fetch the Shard 
Pecker will call you over the radio once you have retrieved all 
three artefacts. You can then jump back onto the round platform 
and go down the other side. Return to the large lift through the 
Distribution Hall and then, finally, head back to the warp gate. 
The mission is complete, and you can now devote yoúr time to 
other assignments. 
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You must first have completed the following missions-before you: 
can start this one: Find Pumping Station Patrol, Destroy.Eggs at 
Drill Platform and Winet Board Stadium Challenge. Fhen you can 
pay a visit to Vin in his Power Station and ask him to switch-on the 
access lift in one of the palace's support towêrs 
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The Power Boxes will be indicated on.the map as green circles, 
Yot'Il find three of them in the Industrial. Zone and two-more in 
the Slums. The first one will be very close to yôur starting 
point. The cannons are not really-a.big problem: one hit with 
your Red Gun, and they're history. The difficult "part will bethe 
factthat you've got the entire Krimzon-Guard-on-your back 
Don't forget, if 
you run oütof 
ammo you can 
always Shoot the 
‘guards to get 
more. Or, you can 
try carjacking one 
of their red patrol 
vehicles, which 
have handy 
mounted guns. 


You can choose'to fly up as close as possible to a cannon, hop 
Out-of your vehileand destroy it witha Dive, or you can choose 


kto use your weapon to destroy the cannon as you approach from 


furtherraway-(Fig.1). As long as you get rid of it quickly, it 
doesn't matter what methods you.usel Once the cannon is 
reduced to smoking rubble a switch will appear underneath. 
You'll have to step,on it to’ activate it (Fig. 2). 


The second cannon/swîtch combinations in the middle of the 
district and the third one is on the large square by the security 
gates leading to the Sewers. The final two are in the Slums. You'll 
find one near to Torn's hideout (Fig. 3). The last ône is on the big 
square near the Dead Town Watergate. Once all five Power Boxes 
have been activated, a grey box on the map will show you the 
location of the entrance to the access elevator. It is close to the 
stadium (Fig. 4). You can now pay the Baron a surprise visit, 
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After you have switched on the five Power Boxes, Vin will 
activate-the lift„and you can try to get to the palace via the high- 
altitude obstacle course, This is a really tricky sudden-death 
section, which is likely to require plenty of practice. Make sure to 
avoid the electrified platforms that are literally crackling with 
energy“(Fig. 1). You'll fry if you step on them. You wil first have 
to move along the outside of the central cable using the steps 
leading down to the left. Be extremely careful when you reach 
the slabs with the yellow edges that rattle as you jump on them 
(Fig: 2). These treacherous panels will fall away beneath_you 
unless you jump onto the next one straight away. 

After some swinging exercise with two horizontal bars you will 
once again move back onto the central cable and then down the 
other side to avoid more electrified flooring. Climb back up again 


Orte 


Three Precursor Orbs can be found on the way to the 
Palace. One will be behind you, when you arrive with 
the elevator. The second will be at the beginning of the 
platform in front of the first cannon. You will pass the 


third one automatically when you move below the cable. 
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and you'll find the first cannon waiting (Fig. 3). Jump out of the 
way and destroy it with your Yellow Gun. The spiked rollers 
beyond the cannon are easier to deal with than you might think. 
When the flat section rolls by jump onto it (Fig. 4) and keep 
doing this until you reach the end of the rollers. It would make 
things much easier if you could also fire-at the next cannon 
shortly before you reach the end of the passage. Then you can 
Continue down the steps on the right. 


Be wary of the next folding floor panel. It is best to wait and 
make your move shortly before the energy barrier reaches your 
level (Fig. 5), The panels directly underneath the cable will also 
fold away underneath you unless you move quickly across to the 
other sìde. Swing on the horizontal bar and climb up to 
safety(Fig. 6). Move forward, then leap from the spiked roller 
over to the right gangway. 


You can see a revolving cannon far ahead 
of you. It is impossible to damage this one, 
so it's best if you avoid the onslaught with 
some well-timed double jumps (Fig. 7). At 
the end, you can jump to your right up the 
steps to the palace (Fig. 8), where you'll be 
able to eavesdrop on an informative 
cÔnversation between the Baron and the 
leader of the Metal Heads, 
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Get ready for a confrontation with the Baron on the palace roof. 
The crates in the right corner contain Yellow Ammunition and 

will be re-stocked at frequent intervals so keep checking back ” PANT 
when you run out. If-your gun is still full, you won't need to 
open them just yet. ABT LZ 
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The Baron will resort to all methods in his fight against rin 
the Metal Heads. To gain victory over his archenemy, f AET 120 
he'd literally walk over dead bodies. And frequently 

does. Barefoot, In this respect, he is blindly leading 

Haven City to ruin, Jak & Daxter have to stop him and 

to help the true ruler take over the throne. 


ACT 123 
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The Baron will start by firing twin-mini-gunsvat you. Run over to, 
the side and keep moving until there's a pause in the gunfire. If 
you have enough space, you can also perform a long jump 
(while running press CD +jump). The Baron doesn't move while 
attacking so it's easier for you to dodge him. If possible, take 
cover behind a wall. Should the Baron ever land immediately in 
front of you, try standing rightunder his nose and enjoying the 
view (Fig. 1). You won't be harmed if you touch his vehicle, and 
he can't swing his weapons inwards and target you. 


‘That's about all on the subject of dodging attacks. Dodging alone. 
won't get you very far. Your main plan of attack is to fire at the 
Baron's cockpit using the Yellow Gun. (The Blaster isn't any more 
effective than the Red Gun, it's purely a matter of how far the 
shots go.) A direct hit will be indicated by a blue flash. Two hits 
shortly after each other are not possible as it will always take a 
couple of seconds before you can do any more harm. As long as 
the protective shield is active you can only cause a slight amount 
of damage. You will have to score ten hits before the Baron's 
“life” energy meter drops by one third. When the shield 
disintegrates-(Fig. 2), yourhits will become instantly more 
effective. At this point the Baron will fly to his “pumping station” 
inthe passageway to replenish his damaged shield. You can 
usually get a.sneaky shot in when he's resting here, as he can't 
hit you back. 


When the Baron's energy shield gauge drops to the middle third, 
he Will crash through the barrier to the second stage. Get some. 
ammunition out of the crates and follow him. He will now fire 
rockets at you. Watch out for the red targets on the ground (Fig. 
3) and keep jumping away from them when they appear. 
Continue to make use of your opponent's attack breaks, just like 
imthe first stage, to land hits. The crates on the side contain 
ammnition for the Blaster just like before. 


Finally, the Baron will flee into the third stage, Where he will 
introduce two new attacks. Firstly, he shoots out spinning balls of 
flame, which propel towards.you across the ground. Try to keep 
as far away from them as-possible. He will also frequently 
attempt to ram you (Fig. 4). In this case, you will-have to dive out 
of hisway as quickly as possible. The only positive thing about 
this third and final stage is that by now your opponent won't have 
any shield energy left, which means that you will only need to 
score five hits to win the fight. Furthermore the lonely crate at the: 
edge contains a Health Pak. Afterwards, you can get into the lift 
at the back of the roof and go back down to the city. 
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AC You will have to accomplish four missions before you can work BEGRES 
for Torn as a tax driver: Find Lens, Gear & Shard in Mountain 
Temple, Collect Money for Krew, Beat Blaster Gun Course and. 
Defeat Baron at Palace. 
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You will have one minute to'reach the first Underground Fighter | Now you'll have another minute to get to your next man, 

in a-two-seater vehicle. That won't be too much of a problem, followed by a time credit of a further minute to get him to his, 
“becausê you'llfind just the vehicle you need in the alley outside destination. Naturally, the Krimzon Guard will be hot on your tail AET LIB 
‘Torn's Hideout. You'll find your first passenger just a few metres | the whole time, Contemplate changing vehicles at some stage if 

round the corner, bathed in ‘a pool of light (Fig. 1). Drive over to | your currênt one gets severely damaged. You will eventually set AOV] 
him and stop the vehicle so that he can get in. The timer will down your fourth and final passenger at the landing stage in the ACT 148 
now indicate one minute, and a new blinking dot will appear on midst of the Water Slums (Fig. 3). Torn will call on the radio 

the map showing where you must take your first passenger. The / with yet another new mission for you AGT 110 
drop-off point is towards the Industrial Zone but still within the ACT120 
Slums. Stop at the pool of light and wait whilst your passenger 
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Torn will give you the Vulcan Barrel for your Morph 
Gun. Press to the left on your control pad to activate 
Vulcan Fury mode. You will have enormous firing 
capacity with this so-called Blue Gun, but will also 
experience an extremely high 

ammunition consumption. í 

Therefore, only use it in an 

emergency. 
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Follow the ruins icon on the map to reach Dead Town. Behind the security gates four 
Stingers will immediately come crawling out of the ground. You should resist the 
temptation to start hammering away with the Blue gun straight away to avoid wasting 
precious ammo. As usual, thê Red Gun is the ideal choice when advancing down a. (xj WALKTHROUGN 
narrow corridor. pn 


A wooden platform will take you to a ledge on the first island (Fig:-1). You will SECRETS 
encounter another opponent, the Sling Blaster, towards the rear of the wall-(Fig. 2). 
This creature will start hurling relatively fast and well-aimed mauve energy balls at your. 
head. You will need to land some hits back if you can't push him into the water. 
Whenever a Metal Head falls into the swamp, he's immediately finished: Jump over the HOW TO USE TIE 
wooden planks in the water to the right. Two Sling Blasters are waiting for.you, and. WALKTHAOUGI 
there are also numerous Stingers lurking on the ground. Now it's time to take out your hv Mar 
Blue Gun and move forward under the constant fire (Fig. 3). Swing your weapon from 
left to right so that all your opponents get to appreciate the full blast. 


Walk along the wall to the left to reach the ruins. A Rapid Gunner will be standing at 
the back of the passageway (Fig. 4). As his name suggests, he shoots rapidly. With 
well-aimed shots. Over a long distance. However, he never moves from his position 
You won't have any problems eliminating him if you run towards him while firing from 
the Blue Gun. Then switch to the Red Gun and get rid of the Grunts who are coming 
down the passageway. The two crates to your right contain new ammunition for the MEEL 
Blue Gun: two rounds of 50 bullets each, ttz 


A Rapid Gunner will have taken up position behind each of the next two corners.After AGELG 
dealing with them, cross through the hall (Fig. 5), and you will see a crate on the ACTA 
balcony. Wateh out, a Grunt will jump on you from the right, and a couple of Stingers 
will come from the same direction. Go along the ledge, then round the corner while METIS 
firing from every gun you've got (Fig. 6). There you'll see the last two Sling Blasters. 


‘Your goal can be clearly seen in the background, namely the sacred site. Jak & Daxter grus 
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After having saved the sanctuary in Dead Town fromthe invasion of the 
Metal Heads, make your way back to Torn's hideout where you will finally 
get to meet the elusive Shadow who turns out to be an old acquaintance of 
Jak & Daxter's (Fig. 1). But the “blockhead” apparently fails to recognise 
our heroes. 


The only thing reminiscent of past times is that he immediately offers you 
an assignment. 
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Samos is an old friend of Jak & Daxter's. At least the old Samos was an old 
friend. This younger Samos, who leads Haven City's underground movement in 
the guise of the Shadow, strangely denies any association with either of them. 


You will receive a message from Krew's client on your way to the security 
gates, which are marked by a mountain icon. She says that she has left 
her Jet Board inside the security gate and that you can keep it as a 
reward. After you get your hands on your new present exit via the security 
gate. The Warp Gate beyond the cíty wall will transport you high up into 
the mountains. Instead of going to the Mountain Temple, step onto the 
new platform, which is bathed in a golden glow (Fig. 2). Let it carry you 
gently down to the Forest. 


In Hover mode, the Jet Board will carry you in elegant style across water, Dark 
Eco and many other perilous obstacles. In Backpack mode, the Jet Board can be 
discreelly and conveniently stowed away on Jak's back. You can retrieve it at any 
time by pressing @@ — and put it away again using the same command. 
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Hop on the board and soar off. In the first section of the forest 
you will find the first Scout. It is sitting on the other side of the 
stream, to the left, atthe foot of the slope (Fig. 3). 
Unfortunately, your gun will be no good against the swift beasts. 
You must chase them using your board without ramming into 
any objects. As soon as you have caught up with one, Jak will 
jump off the board automatically and leap on top of his prey. 
You will have to.be quick off the mark, as the jittery Scouts will 
fly off in fright the second they spot you stalking them. 


No. 1 will flee up the ramp, past the passageway, back down 
the other side and then along the stream. He will then fly up the 
slope or back in a curve to the left. If you eut your corners and 
avoid ramming rocks, you will eventually catch up with him 
(Fig. 4). There's no time limit and you have as înany tries as 
you need. If you lose track of your quarry at any time, take a 
look at the map of Haven Forest under “Show Map”, where you 
will find the current position of all Scouts. 
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You will find No. 2 when you fly through the top part of the 
tunnel, He is sitting to the right of the large tree (Fig. 5). As you 
move closer, he will fly up the ramp. You must step on the 
accelerator hard, gfind over the tree trunk and then skip over the 
two gaps. Second time round, he normally flies very close to the 
tree trunk, which makes him easy to catch up with. Not smart. 
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No. 3 will be sitting down below near the wooden ramp on the 
right. If you can manage to grind over the tree trunks during the 
chase, that's half the battle. When he gets closé to the large 
tree he will fly over the four boulders (Fig. 6), but he can't get 
away with such a cheap trick, can he? 


No. 4 will be taking a siesta in the clearing further to the east. 
During his escape attempt he will remain in this area, which 
doesn't pose you many threats in terms of hurdles, but doesn't 
provide you with much cover either (Fig. 7). If you can manage 
to avoid crashing into any obstacles you should have no 
problem overtaking the Scout and bringing him down to earth. 15 
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You wil find No. 5 near the small islands that are connected by 
tree trunks. Some accurate grinding is required here in order to 
catch your elusive quarry. Sometimes the Scout will fly in a 
curve along the outer edges of the area, but often he will hover 
directly above the surface of the water (Fig. 8). He's too stupid 
to realise that it takes a little more than a few sudden changes 
in direction to shake you off his tail. 


ALT 215 
ACT 2.16 
ACTZI7 
When none of the Scouts remain to flutter about freely, Samos 
will be in touch to commend your valiant efforts and also to 
dangle a new assignment in front of you. First you must leave 
the Forest zone using the hovering platform. Once back in the 
city, you can choose Whether to meet up with Samos in Torn's 
hiding place or with Ashelin in the Bazaar. Her icon suspiciously 
resembles red broccoli, but you'd better not tell her that to her. 
face, you know how touchy she can be. As you head on your 
way, Krew will inform you by radio about a Jet Board mission 
in the port, 
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As soon as you approach the port, 16 dots will appear on the 
radar. They mark the position of the target objects. There are 16 
drums on the surface of the wâter surrounded by varying 
‘amounts of mines. The mines generally revolve around the drum, 
but some remain static. If you get too close to a mine you will 
hear it tickas a warning; it will explode shortly after. 


Your task is to destroy allthe drums within two minutes and. 
fifteen seconds, simply by touching them. Take a good look 
round first of all — the countdown will only start once you have | bridge-between the two towers and take care of all the drums in 
touched the first drum-or mine. An alarm will, of course, be set the port. On the right side you will find a group of three drums 
off, but for once the-legions of the Krimzon Guard are particularly back to back where you can simply surf between the mines 
alert or dangerous. The most important thing to ensure a (Fig. 2). Afterwards, eradicate the targets behind the quay wall 
successful outcome to the mission is to avoid driving back and. before making a detour to the west. Try not to falter when you 
forth unnecessarily on your Jet Board. You should-also take extra | see the rotating mines. Steer directly between them and if a mine 
care not to ram any of the spiked mines. starts to tick, take a quick jump to safety. 


You would‘be well advised to start the mission by ramming the Once you've completed your job you can take on a new 
drum over on the far Side of the bridge to the south-west (Fig. 1). | assignment in Krew's Saloon — or you may wish to work for 
Wipe out the various targets on this side, and then travel under the | Ashelin or Samos. 
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Gun Woppy 


This Gun Upgrade doubles the capacity of your 


magazines. The Red Gun will now hold 100 bullets, 
Yellow and Blue 200 each. 


Look for a stylish flying object in front of the Saloon. Don't worry, 
there will be enough room for a Lurker passenger, even on a small 
Zoomer. Then fly to the Statue of Mar to stop the first of the three 
slave transporters. By following the blinking dots on the map, you 
will bump into the flying cage (Fig. 1). Shoot at the transporter to 
send it crashing to the ground. Don't worry about the explosion, 
the prisoner will be safe. Land next to the Lurker and let him mount 
your vehicle (Fig. 2), then soar over to Brutter’s market stall in the 
Bazaar, to the west of the Palace. His icon will appear on the map 
as a fish. 


Your audacious actions will dttract the unwelcome attentions of the 
Krimzon Guard, as usual. Stop when you reach Brutter's stall to let 
your passenger jump out (Fig. 3). You can then go and rescue the 
second Lurker that is imprisoned in the transporter close to the. 
Statue and take him back to Brutter's stall. The third and final 
transporter can be found flying around near the gardens. When 
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you'have taken this final Lurker. to Brutter. he. will thank you. Ae 
enthusiastically. There may even be kisses. AGT ZN 
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ALT 241Â 
Lurkers are creatures that neither Jak nor Daxter can 
stand. The reason for this is simple: in the The Precursor 
Legacy””, Lurkers were the equivalent of what the Metal AGT 2.16 
Heads are now — the arch enemies of our heroes. But at 
least good old Brutter is a big lovable fella, which makes 
Ît virtually impossible to refuse him anything — or does it? 
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When you leave the Hip Hog-Saloon, the familiar entry to the 
Sewers will be marked on the map with a green manhole cover 

icon. You must jet through the tunnels with your Jet Board. Hover | 
away and keep to the right. Turn right into the channel where the | 
first gun turret used to be and fly right, to enter a new zone (Fig. 1). 


This is no time to-hold your horses. If you are too slow, you will 
slide off the slopes and then you'll be history. So press your 


| visible in the water, but you won't be able to reach it until the 


analog stick forward and step on the accelerator. A good thrust 
will help you get through the sharp curves (Fig. 2). Keep flying 
through the sewer system and over the winding track. You will 
eventually reach a flooded chamber. The statue will be clearly 


sewer is fully drained. With a twirl attack, turn the wheel (Fig. 3) 
in order to lower the water level a little. Now vor must turn two 
more wheels. 5 


Jump down and hover through the tunnel that you have just 
exposed. You'd better drive slowly here, as you will have to 
dodge spiky mines-and turbines (Fig. 4). You can also skip over 
the mines. You cannot afford to make many mistakes: each 
contact with an obstacle will cost you two energy units. If you 
bump into any of the hazards four times, the game will be over 
for you. On the right hand side at the back of the large room with 
the huge pipe in the middle, you will see a tunnel. At the end of 
the tunnel, you will find the second wheel. Turn it to lower the 
water level a second time. Incidentally, if you have problems with 
the obstacles, you can also get through this passageby slowly 
swimming across. There will. only be one ramp which you can't 
climb without the aid of the Jet Board (Fig. 5). 


Now go back through the same tunnel towards the hall. Mind 
j the new obstacles in the form óf bizarre rotating cogwheels 
(Fig. 6). The trick is to fly directly towards them, as when you 
get close to one of them it will submerge in a flash and another 
one will rise up next to it. If you just keep on going straight 
ahead you'll avoid ramming into it. 


Inthe large room, swim or hover around the pipe, then exit the 
room on the other side. You must jump over three horizontal 
bars (Fig. 7). If you are not using your Jet Board, you can also 
get past them by diving underneath. To do so, press and hold 
®. Skip over the large bladed screw with the aid of the ramp 
on the right (Fig. 8). While in the air, make sure you steer 
towards the middle of the tunnel to dodge the vertical turbine 
wheel at the side. Keep going past more mines to reach the end 
of the tunnel and the third wheel. 


As usual, you will go back through the same tunnel you just 
came through. This time it will contain less water. Beware of 
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the mines on the ground; there will be plenty of them here (Fig. 
8). Back in the main room, jump over a ramp into the last short 
tunnel leading to the statue, which should now be accessible. If 
you fgel safer going on foot just walk left around the tube in the 
main room and approach the statue. Daxter will save the day by 
carefully taking the Ruby Key Artefact out of the statue with his 
delicate fingers. Ahem. To finish, run up the stairs to the right of 
the statue and then through the tunnel until you reach the 
elevator. which will take you close to the exit (Fig. 10). Don't 
forget to look for the nearby. Orb on your way back to the 
elevator. You will now only have to get yourself into the tunnel 
and then go left and exit via the security gates. Don't worry 
about delivering the gem to Krew just yet: the cocktail icon will 
already have appeared on the map, indicating that Sig is waiting 
at the Saloon with a task for you 
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Shortly after leaving the Sewers you will receive a message 
from Brutter: it appears that there is a strange flashing object in 
front of his hut in the Water Slums. You can see where it is 
from afar because it will be encased in a beam of light. It will 
also be shown on the map of Haven City as a Seal of Mar icon. 
If you are overcome by curiosity, you can take a look around at 


any time: the mission “Get Segl-Piegé at Water Slums” will 
start here. 
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This mission will begin automatically-when you reach Ashelin's 
icon. After passing by the palace, turn leftat the entrance to the 
Bazaar, and head on 
through the 
pedestrian concourse 
(Fig. 1); keep to the 
left as-you continue 
on your way. Ata 
small-square you will 
encounter-Ashelin, 
accompanied by 
some Krimzon 
Guards. She is 
waiting for the arrival 
of a suspicious-looking Eco tanker from the Wastelands. With 
good reason, as it turns out. Before you can say ‘Jak's tiny green 
beard” the tanker will have barged abruptly into the courtyard and 
hordes of rampaging Metal Heads. 


It's certainly true that the Baron's 
daughter serves as a member of the 
Krimzon Guard, but that doesn't mean that 
she and her old man always share the 
same opinions. An old “acquaintance” of 
Torn's, she has even certain sympathies 
with the Underground. 


Where have all the Krimzon Guards disappeared to? Never mind, As usual, the Blue. Gun will prove to be very useful against large 


there are more pressing problems. More than a dozen Metal numbers of opponents. But the Yellow Blaster shouldn't be 
Heads will jump out of the tanker, one after the other (Fig. 2). sniffed at either (Fig. 3). If you shoot fast and furiously the ranks 
The Grunts and the Juice Goons will head straight for Jak and of the attackers will soon thin out. If you run low on ammo, there 


Ashelin. Ashelin will have her own separate energy gauge, which will be a few crates with yellow and red ammurïition around. 
means that you will have to keep an eye on her to make sure she | Should your Dark Eco supply permit it, you can summon Dark 
doesn't get too weak. Jak . You may also want to try out one or two of the special 
moves that you've learned from the Oracle. 


After a short but intense exchange of gunfire, the whole 
encounter will be over almost as soon as it began. Ashelin is 
actually verging on polite for once, even thanking you for your 
help, but then she goes and spoils it all by leaving you to your 
own devices yet again! 
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If you have managed to complete the Sewers mission for Krew. Seven other racers will be-on the racetrack with you jostling for 
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and have also successfully protected Ashelin in the Bazaar, a position, It is your common goal to be the firstto race over the 
spanner icon will appear on the map, indicating thatthe talking finishing line after the fight lap. At the start of the race, hop to-the 
curtain situated near the Stadium wants to tell you something: night edge of the track and collect your first turbo ball (Fig. 2). By 


This time Daxter's dulcet tones and charming manners succeed pressing © you will speed up sufficiently to lead-the field. 
in luring the mysterious being from behind the curtain. It is 
Keira, an old acquaintance, 
who just happens to have a 
plan as to how you can meet 
«__up with the Baron. In addition, 
«___Krew turns up and claims his 
artefact. How did he manage 
to get through the door. 
anyway (Fig. 1)? 
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Itis, of course, important to take any cûrves skilfully: drive into 
them from the outside and then cut them as sharply as 
possible. Remember that it is better to step on the brakes or at ACT1 
least take your foot off the accelerator ìn time rather than crash 
into a wall at the end of a curve. You will need to memorise the 
racetrack so that you can get through it without too many. 
hiecups along the way. The ramp in the lower part of the 
racetrack is very important (Fig. 3). You must catch it precisely 
if you don't want 
to end up in the 
hole. If you race 
over the ramp 
using your turbo, 
this will have fatal 
consequences … 
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The daughter of Samos is a gifted AC 20 
mechanic. She used to assemble ac 2 
Anti-GraV-Zoomers back in the old 

world thus providing an invaluable Ker 2.2 
service to Jak & Daxter in The : acten 
Precursor Legacy”. No one knows % 
how she manages to be so ACT 24 
successful in resisting Daxter's ’ 
charms. The fluffy quadruped bike 
suspects that it may have something ACT 2.18 
to do with his unorthodox hygiene BA 
methods. AOT 2,17 


These racing vehicles are not for the faint-hearted. They require lightning fast 
reflexes and an iron will to ride. You must master the art of steering such a 5 
beast, if Jak is to become the Racing Champion of Haven City. Accelerate E 
using the ® and brake with ®. To activate the turbo, press ©, but only 

if you have previously collected enough energy balls. You can store up to 4 
three (in which case the turbo meter will light up at the top of your pel 


screen). With CD or @) you can bounce up and down a little. When 
used at the right moment, this can lead to spectacular leaps. f 05 
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Your glorious victory will herald a chick fight (Fig. 7). Jak, er…'scuse me, Daxter's 
groupies Ashelin and Keira seem to take an instant dislike to each other. They are both 
wying for Jak'svattention, but Ashelin gains the upper hand over her rival by proffering 
some vitâkinformation. She wants to make clear to one-and all that she is definitely not 
her father (@kay, möbody-would-have-thought-so anyway, justlook-at'that chassis: But 
maybe that's not what,she mêant? Puzzling). ste also warns Jak about Erol, the 
Baron's top.henchman. an 
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The Shadow will assign you this mission in Tom's hideout. First Go through the short alley in the direction. of the vehicle. Always 


AOT 2.3 


of dll, you must accompany the Kid to a two-seater vehicle keep a slight distance from the Kid and don't forget to keep 

Which is parked two streets away (marked by the blinking dot checking the lower right hand side of the map to observe the ACT 24 
on the map). This is rather inconvenient, but what can you do? pattern of red dots. As soon as any trace-of a Krimzon Guard 

You don't always get to choose in life, particularly when it appears directiy behind Jak react quickly and shoot with MLS 
comes to parking spaces. The boy will appear on the map as a precision (Fig. 2). Oncethe Kid is safely tucked away in the 

blue dot, but try not to lose sight of him for too long. Closely. vehicle, jump behind the wheel and fly towards the Power 

follow the Kid as he makes his unhurried progress across the Station (blinking dot) (Fig-3). If.the-vehicle-withthe little 

square in front of the alley. He will always keep close to the wall passenger on-board explodes, the mission will have failed. Kzd 


on the left and only swerves slightly to cross the ditch. 


Fly as closely to the ground as you can, to avoid being rammed ACT zg 

by ether vehicles. Remember thatyou can still shoot while flying act 210 

as long as you'select a weapon using the direction pad. Try to 

avoid using the footbridges as you can only move forward ACL21 
‚ slowly across them, making you an easy target for the Guards’ 

precision shooting skills. Your best tactic: is simply to.floor it ACEzI 

along the wide thorouohfares below as fast as you can (Fig. 4) ACT Lg 


Park the vehicle in-thie glowing circle (Fig. 5} în front of the ACT 244 
pedestrian ramp leading-to-the Power Stations The Kid only-nas” MT 215 
The Krimzon Guards will come running immediately and try.to. a few mêtres left togo, butthe relentiess guards will still be 
stop the Kid. When the boy stops in front of a guard, you-will trying to stop -him at any cost. Your trusty Red Gun may well ACT 2.18 
only have seconds in which to shaatthe guard dead or at least prove useful at this vital moment (Fig. 6). Atthe top, near the MeT 217 
knock him out. You wilf have-the-added advantage that Jak's door to Vin's-control-room, the last crowd of Guards will charge 
bullets whiz,straight-over the head of the,little-one wha is also towards you. Finally you'll reach the safety of the Power Station ACT 2.18 
_ resistant to Jak's-punchês’and kicks. You should position where you can @ntrust-the Kid to the care of Kor — the Crocodog AETZI8 
_ yourself behind the Kid and, using your Yellow Gun, shoot at doesn't seem to like this at all but even his snappy little jaws 4 
n every single Krimzon Guard that shows his. or her. face (Fig. 1). can't prevent Kor from disclosing the next mission. 
Ofcourse, the Blue Gur will berequally effectiverif you have 4 


enòugh ammo. Since,no opponents will be coming out of the 
alley-behind you, it should be relatively easy to keep track of the 
attacking hordes. 
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After you have handed over the Kidto Kor and left the Power 
Station, you will see a shuttle icon on the map — it represents the 
red transport plane in the port. Thanks to the Air Train Pass you 
can board it and fly to the Dig. You will see a security gate near to 
the landing site which you can only open with a Black Security 
Pass. If you were to head down through the cave to the south- 
west you would eventually reach a valley that takes you to an 
area due north of the Pumping Station. However, you won't be 
taking this particular route just yet. 


Weapons Factory 


Ac 


Go to the large elevator platform, which will take you down, to the 
cave below. A very difficult task awaits you there. Your aim is to 
sever the 24 mooring ropes that tether the large drilling device, 
using your Jet Boarding skills. The aim.of the numerous Krimzon 
Guards patrolling the area is to prevent you from doing so and. 
really spoil your day in the process. This will be easier for them 
than usual as the red men are equipped with deadly grenades, 
that they throw at your feet from a great distance and with 
frightening precision. Most unfair! 


| 


There are a few things you must be mindful of in the 
cave. Scattered on {he floor you will notice strange 
yellow panels (Fig. 1). When you fly over them with your 
they will catapult you up into the air. 
, there are several stacks of fuel barrels in the 
ig. 2); once hit, they will roll across the floor and 
explode. The following piece of information 
is the most important of all: you cannot fly over lava with 
your Jet Board! 
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Eliminating the Krimzon Guards may not be a mandatory part of 
the mission, but as long as there are still some around you will 
have a very difficult time completing your task without being blown 
to smithereens. Before you even think about severing the ropes 
take your Yellow Gun and wipe out both of the quards in the 
passageway followed by their two colleagues in the large cave 
(Fig. 3). Then quickly turn to the right and start attacking the 
guards on the platform (Fig=4). After that, take care of the hapless 
duo in the. dip below (Fig. 5). Now run over to the elevated spot 
underneath the scaffolding (Fig. 6) and fire away at any enemies 
loitering about near the drill. You can only usually wipe out one of 
them, but that is better than none at all. 


Next, turn your attention to the guys behind the left bridge (Fig. 7). 
After that, run across the bridge and over ta the barrels and crates 
at the hack of the, cave (Fig. 8). Turn around, jump on the platform. 
and wipe out the guards standing there. Then turn. quickly to face 
the three guys in uniform who will be guarding the plateau at the 
back (Fig. 9). 


Despite all your efforts, there will still be a total of five guards 
patrolling the highest level. You can reach, them by using the 
yellow panel on the left to catapuit upward (Fig. 10). Once you're 
up there, head on up the slope. Two guards will be waiting for you. 
so give them a little surprise. The last three can be found hanging 
around at the back on the left of the next platform. 


Take out your Jet Board and grind down the pipe to the right. You. 
can sever the first three ropes as you go along, but that's not the 
most important thing at the moment. Make sure you immediately 
get rid of the three Guards on the next platform, One of them will 
probably be on the lower level next to the drill and is easy to hit from 
your elevated vantage point. That puts an end to the threat posed by 
the Guards. 


Now you have all the time in the world to attend to your actual 
task. You have td'tut eight different sets of holding ropes attached 
to the central drilling machine. You can do this-simply by grinding 
over them with your Jet Board. Maybe it is best to let our expert 
explain everything himself.-Here goes … 
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d MCT 2.15 
Instead of letting you throw bombs into.Eco Wells, gaod.old Vin relief. You must visit the six Eca towers (Fig. 1), one by one 


would probably be better. off popping a few tranguillisers — or. Build tp momentum and drive your board up the ramp on the ACT 2.18 

taking a holiday in a therapeutie spa resort. All-in good-time side of each tower-(Fig.-2). When you reach the top, press ® to MET z07 

Right now, the ctock is ticking for our two brave heroes; In fact, jump and gain extra height. If your momentum is sufficient, Jak 

time‚isactually your.major enemy-here, as,for.once there are noe {wilkautomaticaliy-and elegantly place a bomb in the basket, er, | ACT 2.18 

Métal Headsrto trouble-you. 1 mean well (Fig. 3). Get your first attempt right and you should E 
have'plenty of time to plant all six bombs. Heri2.10 


Yout.skills as a Jet- Boarder are in demand again, Your Board will 
safely carry you overthe purple Eco ponds, whichris-quite a. f 


Four of the towers are within timed jumps to reach the tower on the other.side safely (Fig. 8). 


easy reach on the lower level After planting your final bomb you can then return to the Power 
ofthe mine, asisthe sand _\ { Station where you will be waylaid by old Kor with his-next 
heap. When you manage to mission. Aiternatively, if you're in the mood for an Easter/egg 


plant a bomb correcity a violet | hunt, look for a few hidden Orbs before you go back. 
light will appear at the top. The 
other towers are not as easily 
accessible. One is situated 
behind the shack where you 
picked up Vin in a previous mission. You can either use the mine. 
carts to get there, wasting precious seconds, or you could take a 
shortcut and ride up the steel girder opposite the Warp Gate (Fig. 
4) that is supporting the carts. From the girder, jump on a cart 
(Fig. 5) or jump right and grind the rail. Either way, you will get to 


the tower much quicker. 


If you go straight ahead from the Warp Gate, then drive up the 
ramp to the right of the Eco pond (Fig. 6), you will be on the right 
track for the last tower, albeit a track full of obstacles. After 
passing the shack with the large drills, (Fig. 7) you will see a 
particularly wide drop, which you can only-oross-using a tricky 
moving platform. Youlkneed to execute two well-aimed and well 
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At the Drill Platform you will once again find gun turrets, only this, 
time they move along on rails. Take your seat and off you go. 
Immediately start firing at the Krimzon Guards that come flying 
towards you with their rocket packs. The small arrow on your 
green target display will point out the direction from which your 
next opponent will be attacking. The first few will generally be 
coming one by one, making them (Fig. 1) easy to wipe out. Just 
make sure that your gun doesn't overheat and you'll have no 
problem. After reaching the corner, keep your qun locked and 
loaded and wait for the real fun and games to begin. 


Get ready to face the following opponents (the directions 
assume that the energy gate is in the centre of the screen) 


* 3 opponents from the bottom right (Fig. 2) 

3 opponents from the top left above the roof (Fig. 3) 
* 4 opponents from the right next to the gate (Fig: 4) 
*5 opponents from the top left (Fig 5) 


Afterwards, the fun starts all over again with three opponents 
5 attacking from-the bottom right, four from the right next ta the 
gate and three from the top left. The last four groups will attack 
as mentioned above. As soon as 40 guards have been 
eliminated, the cannon drives thorugh the gate. 


Get into the next gun station. The first Krimzon Guard will 
emerge in frontof you from the right. Turn to your left_and you: 
will see a gunship moving ominously alongside you. The crew 
will move different guns into position —one after the other. 
Firstly, they will start shooting towards the-edge-ofthe screen 
ând.then turn towards you, Yoû will only have a few seconds in 
Which to destroy each gun 
before it hits you. The 
sequence is as follows. 


top right (Fig. 6) 

bottom left hatch (Fig. 7) 
top centre 

top left 

bottom, middle hatch 
top centre, on the wing 
bottom, far right (Fig. 8) 
bottom, right hatch 
bottom centre, 

on the wing tip 
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Occasionally, Krimzon Guards 
will come flying from the 
direction of the gunship using 
their backpack rockets. 

Ignore them and concentrate 
on the gunship's guns. If-you 
don't manage to destroy the 
guns in good time, the 
sequence of events 
mentioned above may 
change. 


Remeca 
CHARACTERS 


When you come to a stop at the next stage, jump past the 
crates, and get into the third gun station. First of all, two 
Krimzon Guards will emerge from the right. Deal with them, 
then swing around to the left and get to grips with the gunship 
once again: 
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top left (Fig. 9) 

bottom, right hatch (Fig. 10) 
top centre 

bottom centre, tip of the wing 
top right 

bottom, right hatch 

top centre, on the wing 
bottom, far left 

bottom, centre hatch 

10: bottom, left hatch 

11: bottom, centre hatch 

12: bottom, left hatch 
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An inquisitive Guard will also occasionally hover past from the 
direction of the gunship. The sequence of the guns may 
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ALT 25 
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change if something-doesh't rün-according to plan. When the 
gunship is-finally_gone, you will receive high praise over the 
radio as usual, testamentto a job well done. Leave the Drill 
Platform via-the. Warp Gate. 
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Make your way from Mountain Gate to Haven Forest, where an 
extremely difficult hunt-awaits you. The special camouflage, which 
Sig mentioned, makes the Metal Heads almost completely 
invisible. This doesn't stop them, however, from shooting at you. 
As the crates in the forest only contain ammunition, you can only 
afford to be hit three times during your battle with the 30 invisible 
Metal Heads. Show them what you're made of, even if you can't 
see what they're made of! 


You can only detect the transparent outline of your opponents from 
a short distance away, but the yellow glow of their Skull Gems will 
give away their position from a greater distance (Fig. 1). 
Sometimes their camouflage vanishes after being hit. You. will 
generally need three hits in order to wipe out your elusive enemy. 


Check the map of the vicinity in the menu regularly. You will see 
the exact positions of your opponents marked by green circles. 
When you arrive, eleven Metal Heads will be romping-around in 
front of you. Jump on your Jet Board, plunge off the cliff and head 
for the bottom left passage. Turn around, and start to wipe out the 
first batch. The initial wave of cloaked opponents can be found to 
your immediate right and left (Fig. 2). 


One other way to detect the position of the Metal Heads is the 
violet laser beams, which will whirr past you when fired in your 
direction(Fig. 3). It's imperative that you keep moving, otherwise 


ei 


you'll be a sitting target. Watch where the shots are-coming from 
and try to hit your opponent with the Yellow or Blue Gun. Use 
cover wisely and don’t stay in one place for very long. The 
Cunning Metal Heads can creep up on you easily using théir. 
sneaky stealth technology. If you think that you may have shot-all 
the opponents in one area, surf around a little on your Jet Board to 
lure out any stragglers. It will not be quite so easy for individual 
attackers to hit a moving target. 


If you're able to clear the first part, you're over the main hurdle. 
Make your way carefully towards the round tower in the upper 
‘tunnel-You may find a Metal Head coming towards-you. Three 
Camouflaged, Spyder Gunners are standing in front of the wooden 
planks (Fig. 4). As they only shoot at objects right in front of their 
own falons, you can mow them down safely from a distance with 
your Yellow Gun. There will be a total of-eleven Metal Heads 
lurking in front of the wooden planks. If yoù móve your.way. 
forward carefully and use the tried and tested tactics outlined 
above, you'll be able to deal with them (Fig. 5) easily enough. 


There will now.be only eight Metal Heads left down in the large 
area before the city wall. Three of them will be Spyder Gunners, 
lurking clase to the passageway on the flat riverbank (Fig. 6). Once 
you take them out even tough Sig will.be impres$ed. To get a 
round of praise from the great Wastelander himself — isn'tthat 
enough? No, not really. But that's all you’ get for your efforts. 
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Samos will assign youthe mission’in Onin’s tent. Afterwards, go 
to the port and take the shuttle to the Dig site. Quite a few things 
will have changed ín the cave since your last visit. The first 
Stingers will be crawling out of the ground in the passageway. 
These creatures can be found in the ground everywhere and will 
provide you with plenty of Skull Gems. You can ward them off with 
your Red Gun. Go along the wooden planks and grind down the 
pipe in the passageway (Fig. 1). 


You will reach a second cave further down the passageway. You 
should keep to the left first of all. Once you have passed two 
Manic Heads you will reach a wooden switch (Fig. 2), which you 
must ram into the ground. This will cause a wooden pillar to rise at 
the other end of the cave. You will now have to find four more. 
switches before you are able to get out of the cave. You can spot 
their positions by checking the map in the menu. 


Turn tosyour right where a tree trunk cut in half, with spikes on the 
underside, is rotating. Fire at the Sling Blaster who will be guarding 
the second switch on the small island behind (Fig. 3). From there 
move towards the large pillar in the centre of the hall. The third 
switch will be beneath you on the floor of the hall. Watch out for 
Stingers who will be lurking there as you jump down (Fig. 4). 


The fourth switch can be found to the south-east of your position in 
the small passageway which leads.backto the entrance hall. When 
you reach the small-lava-moats (Fig. 5) jump up to the left into the 
small chamber. After having activated the switch, return to the large 
pillar in the centre of the large cave. There will be two Manic Heads 
and another Sling Blaster waiting for you behind it. Shoot them all 
and then jump back to the left and up the wooden tower (Fig. 6) 


Now slide down 4he pipe with your Jet Board to the next platform. 
There is a conspicuous Lurker balloon hovering in front of you, 
with a horizontal bar swinging back and forth underneath. Let it 
swing and take a look down to your right where you will see a kind 
of hut (Fig. 7). The fifth switch is inside. Jump down, breaking 
your fall with a spim, and tread on the switch. Then return to the 
lower level of the first wooden platform tower and grind down the 
pipe once again. Now it's the balloon’s turn. 


Take your position on the platform (Fig. 8). When the balloon rises 
from below, the horizontal bar will swing towards you twice. 
During the second swing take a double jump towards the swinging 
bar. Letit take you down afd then jump off. The wooden trunk, 
which you have just activated using the switch, will rise in front of 
you. Jump up the steps to your right and then from the top of the 
trunk head into the next cave. 


Afterwards, cross the lava lake. Be careful, since the rocks will 
sink. However, as soon as you jump into the air, they will return to 
their original state. After this, you will reach two more hot air 
balloons (Fig. 9). Simply jump up as soon as the first swinging.bar 
is immediately above you. You will have to jump off in the direction 
of the next island when the horizontal bar swings forward for the 
second time: With the second bar the jump-off point willalso be 
when the bar has reached its zenith for the second time (Fig. 10). 


You will now have reached the back part of the main hall, Jump. 
over the platforms of the wooden wheel one after-the other and. 
eradicate the Sling Blaster (Fig. 11) by-blowing'him off the 
platform at close range with your Red Gun. Then make your way 
carefully up the slope past the spiked balls. Run up quickly 
between the two balls and get yourself to safety at the top (Fig. 
12). Once there, choose the right moment to move to the centre 
between both tracks. You must now wait for the right moment to 
jump over to the left and to reach your goal. The object you're. 
looking for is inthe large totem pole. A Warp Gate behind the 
totem pole will take you back to the Power Station. You might very 
well ask yourself, why couldn't that also have worked in the other. 
direction? And miss out on all the fun? Surely not! 
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The new HellCat Cruisers will be marked on the map as green You can hide from the guards by keeping clase to the wall in the 
blinking dots. You will have to shoot them on the ground-or from gap between ramp and wall in the Industrial Zone, near to the 

a vehicle. You'll find this quick to do using the Blue Gun, whereas. ‚ Bazaar exit, or-in a ditch within the Slums. The guards can't get 
the other weapons will take a little more time. You will find your to youvand they'll give up after a while. 


first target just in front Met 
of Torn's alley. Fly However, you can also return to your hideout in the midst of the ACT 22 
towards the HellCat Onslaught and wait until the alarm stops. You mustn't, of course, 
Cruiser and open fire talk to Torn, but nobody would do that in any case if they didn't ACT 23 
(Fig, 1). You will need have to … A 
to hit it 15 times in 5 
order to destroy it. You …{ Try and shoot down the HellCat Cruisers really quickly as they'll ACT 25 
should get yourself pepper you remorselessly with gunfire when pursuing you. A 
into a‘good position prolonged chase will enable the remaining Krimzon Guards to fire ACT 28 
beforehand, because at you relentlessly or, even worse, to ram you with their Zoomers. MeT 27 
the enemy vehicle will Remember, if your vehicle explodes beneath you, it will cost you 
try_to make a quick two energy units, so you can only afford to get rammed three AGL2B 
getaway from the times at most. If you have to start this mission several times 
scene after the first hit. You will find that shooting down their from the very beginning you’ soon find yourself running ACE2D 
colleague causes quite a stir amongst the“Krimzon Guard ranks, dangerously short of ammunition. If this is the case, simply ACT 210 
bringing them all down hard‚on your tail select Restart Mission, and open the-ammunition crate in front of 
the hideout now and again. 
Yóu would be well 
advised to get out of «) 
their way-and start 


hunting for the other 
Cruisers. Two will be 
flying around in the 
Industrial Zone, and 
you'll generally find the 
others in the 
Slums or near the 
security gates 
leading to Dead 
Town (Fig. 2).You will have to complete this mission 
all in one go. If the pressure becomes too intense, 
and you look for cover behind a security 
gate, for instance, you'll find that all the 
Hell Cat Cruisers will then be back in 
action, even the ones that you 
previously destroyed. How 
frustrating! 
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_ Ee en 2 — Wi … g 
The Krimzon Guärd will be trying withrall their might to stop you in atthe map so that-you don'tend up in a-dead end. Atthe first 
your tracks. Red shuttles will constantly be flying by and setting turning you must, for @xample;.go left, but after that virtually all 
soldiers.down — eight per-load. You can't shoot down the shuttles, paths lead to the destination. 
so make sure youkeep them at a safg distance. If you see that the. N 
guns on board-are. aiming at you with their red laser targets, take-a— } Don't get too distracted.by opponents who will come at you from 
few steps back’as quickly as possible (Fig. 1). Attempt to shoot the { the rear. Of course you will have to keep an eye out for them, but 
soldiers from’a distance, and-Keep moving forward as-soon as the as long-as-you-don't stay in one position for tog long, you 
shuttle hovers off. Much-more effective than going in-with your shouldn't have to keep turning around. The guys behind you 
eyes closed.and-hoping for the best. aren't as aggressive as their colleagues in front, It would still be 

t d worth your while to fire a volley behind you during the quieter 

You can wipe out the Krimzon Guards as usual with two hits. moments but don't turn the camera when you do this. 
This can be speeded up if you can manage to knock them into N 
the water with your first hit. As your opponents will only leave d 
behind ammunition and no Dark Eco, you won't be able to rely 
on your Dark Jak powers. The shuttles will continue to offload 
reinforcements sò don't waste any time. Fire at the soldiers as 
they.land (Fig. 2) - preferably with the Blue Gun. As soon as the 
shuttle has disappeared, make for the next landing. Take a look 
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An unuSual test will await you in Onin's tent. Despite the ramblings 
of her tactless mouthpiece, Pecker, Onin's game is as much a test 
of your dexterity and reactions as it is a test of your brainpower, 


leons will appear-in front of Onin, the colour and shape of which 
resemble the icon buttons of your controller: ©, @, © and 
6) You have to press on the correct buttons as the symbols 
jump out of Onin's bowl before they reach the Bottom of the 
screen. If you press the right button-at the righttime, you'll 
receive points. Your objective is toattain 400 points. The- game. 
Will end prematurelyif you make 20 errors. What constitutes an 
error includes an icon touching the ground before you've 

3 pressed the corresponding button or when the icon is not even 

featured on the screen. 


The first twelve icons-will jump out ofthe bow! one by-one, but 
Ît doesn't take long before the 
leons will start appearing in 
larger groups (Fig. 1). As the 
sequênce is selected at 
random, there's nothing we 
can say which will help you 
on your way. You'll just have 
to get on with it! 
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If you enjoyed Onin's game, you can play it time and again. 
Simply pop into the tent when you're not in the midst of a 
mission, and the old dear will let the icons roll for ou once more, 
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You've passed the entrance to No Man's Canyon on one. 
occasion already. It is close to Mountain Temple. Jump through 
the security gates and through the Warp Gate as usual, Get on 
top of the elevator platform. Once you've reached the bottom 
turn,to your right towards the round-gateway in the rock face 
(Fig- 1),-which will open. with the-power of the three Seals. 


Ônee you're through, yo will then have to master. a small test 

“on the-Jet Board. Jump onto-the pipe, grind along, ther jump. 
before changing directions (Fig.-2). While in the-air, steer 
towards the left ‚in order to land ín the middle. immediately. 
afterwards-jump to-youfright onto the thirdspipe.At the turnzoff 
go.to-the left through the archway. Follow the gorge until you 
reach the end, where Jak and Daxter will"activate the light tower 
together. Low and behold, the entrance tò Mar's-Tomb will 
appear down below.in the city, 


You have done a good job herê‚-so off you go to the Tomb.Go. 
back to the turning and then continue left. The path will end at a 
platform above the Warp Gate, and you can jump down to it with 


a long jump (Fig. 3). 
ACT 1. 
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The entrance to Mar's Tomb is marked on the map with a skull 
Just as well, as it would have been an impossible task to find Ye will have to pé ze two geht of fen allenges 
thesgatés beneath the destroyed Statue of Mar, directly opposite in erder be „pe the lar he Cry pl Poor af 

{he pâlace gates. Samos, Kor and the Kid will already be waiting | the end v: [the he „ll. Actually, this is ve Uy 
inside,„and due to a chain of unavoidable circumstances Jak, the te be the heir of Ma, lant as the 
together with Daxter, must undergo the test instead of the true leid ie, well, to tmall, iE!t get ngtin vp be 
heir of Mar. Such are the twists and turns of fickle fate. RE 
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Fodder will be hanging around in knee-deep water in the main 
hall, but they're only looking for playmates and aren't really that 
dangerous. Go right and climb the steps but watch out for the 
pit at the very top. The challenges will start in the first chamber. 
Step on the switch on the floor. Beetles will fall from the ceiling 
and land on their backs. Take a closer look, because three of 
them will have a red cross marked on their stomach (Fig. 2) 
Quickly memorise which three carry the mark. The insects will 
then turn over and it's up to you to hit the three marked ones. If 
you hit all three correctly, each one will fly up and stick to-the 
door on the left (Fig. 3). If you get it wrong, you'll lose a unit of 
energy. When you have found all three, the door will open. 


Waves of energy will be flashing across the moat. Jump in as 
Soon as the energy discharge stops for a second. Press and 
keep holding ® in order to dive underneath. Swim through to the 
other side (Fig, 4). As soon as the lightening flashes have 
disappeared, you can come to the surface (simply let go of ©) 
andithen jump quickly out of the water shaking hands with the 
Spyders. who greet you. When you reach the second moat, the 
energy discharge will only-stop-very briefly, so you’llhave to be 
quick. Stay at tfe-edge’and as soon-as-the energy rays stop, 
jump into the water and dive down. Remember, you'll have to. 
rise to the surface and jump out of the water just as quickly. 


Now it's time for a little puzzle. Step on the switch and coloured. 
slabs will-appear. The ones on-which you need to'step will start 
to flash (Fig. 5). It's best if you jump on-them right away, then 
you won't have to remember the order in which they flashed. If 
you step on the wrong stone, all the others will crumble away 
and you will lose energy and have to start again from the 
begifning. Step an the switch to restart. However, you should 
be able to reach the next.slab without incurring any. problems if 
youtake.double leaps. It may also help if you do a spin in the 
air in order to delay the landing. 


Tread on the second switch in order to reach the exit after the 
next sequence (Fig. 6). This will only work if you have not 


missed out any flashing slabs on the way. The sound that the 
slabs make when flashing depends on their colour. 

This may be of use to you when trying to find your. 

way through. 


The next passage contains more Spiders and yet another moat. 
This one has flat areas at the sides where you can't dive. You 
will then eventually re-emerge.back at the beetle chamber. 
You'll have to find the three marked beetles once again in order 
to.open.the other door. There will also be. another moat here 


Ì (Fig, 7). This one will have à wall in the middle as an additional 


hurdle, which you will have to cross quickly. Finally, you can 
hop over yet more brightiy coloured slabs (Fig. 8). This section 
will be followed by a very.long moat where you willhave to 
surface in the middle to take a breather. From here, fire at the 
Spyders who àre lurking at the.end of the moat, so that they 
don't bite off your fingers when you climb out. 


The last puzzle foom will contain àmusic memory test. (If you 
have turned off the music in the Sound Options, you should now 
tum it on again.) Hit one of the gravestones (Fig. 9), and you will 
hear a melody. You'll have to hit two gravestones, one after the 
other, which. have the same melody to make both of them 
disappear. When all have gone, the exit will open, and you'll\be 
able to activate the switch on the hallway balcony. A pool of 
energy. will light up the icon in the Crypt Door. You'll now have to 
pass the second set of challenges;and then Mar's legacy will 
finally be within your reach. 
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In the first chamber you'll have to jump over four pillars where 
spikes will keep protruding out (Fig. 1). The trick is to-jump to the 
next pillar just at the right moment using double jumps and à 
delayed spin. From the platform ât the back of the wall jump to the 
right, onto the bar. You will then encoufter moving bars and 
blocks that emerge from the wall-And then, of course, there wilt 
be the bars that move to-and.fro (Fig. 2}. IFak jumps.oft at-the. 


‚incident will occur which means that you will have to leave Daxter 


| right moment (as you ascend), and does not stay put on thö slabs /* 


ACT 2.18 


(Fig. 3), you'll be sure to master this first test of dexterity. Step 
onto the switch at the end to move the pillars into new positions. 


Jump over the four pillars once again until you.reach the 
chamber’s back wall, This time move along the wall to the left. 
You will encounter another series-of moving ‘bars (Fig. 4). If you 
jump off just at the right angle, as soon as you have-reached,the 
top or the end of its track (Fig. 5), you wilkreach the next switêh 
more quickly. By activating the switch the pillars. will move yet 
again, opening up a stairway at the foot of the chamber. Before 
you climb down the steps, you should jump up onto the pillats 
once again (Fig. 6) — just in case you. wish to grab the Precursor. 
Orb which is on the top, in the corner. At the foot of the stairs ar 
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A-Thefirst hole-in-the ground willbe;on the right, so„keep to the 
left (Fig. 7). 

2: Quickly run diagonally over to the right. 

3: Take a double jump across the gap. 

4; Take another jump and land to the left (Fig. 8). 

5. Jump over the-threshold (Fig. 9). 

B. Jump onto the platform, which will be swinging over the gap, 
and then down onto the other side. 


The rock will have gone — but that was just the start of your 
problems„The rock was in fact an egg, and thefe will now be a 
hideous giant spider on your tail, which isn't easy to stop. 


1. Take a quick double jump at the right edge. 

2. Run past the small Spiders (Fig. 10) ortake-a double jump. 
over them. You could also knock them out of the way, but 
don't lose any time in doing,so. 

3. Jump over the threshold and land on the left. 

4. Atthe edge of the slope jumpronto the slab in the-centre ofthe 
abyss and then down again; pe 

5, Two Spiders will be lurking on the next sét of steps (Fig 11) 


6, There will be four round slabs hovering above {fte large shaft. \ 


the first one is in the centre, the second’one to the night, the. 
third one on the left and the fourth one ‚on the fight (Fig. 12). 
Double jumps will not be necessary here. 


„7, Jump over the threshold and land to the right. Wd be 
8. Jump over the abyss. Tp 
9, Behind the Spider there will berarwideshaft with thfegpround 


slabs that move slightly fromnleft to ri 


with the sticky feet. 


1. Jump onto the‚net at the bottom edge. It will hurFyouhigfrint. 
the air, and you will have to guide Daxter to the second-net-on 
the right (Fig. 14): 

2ySteer Daxter so that-he lands on the ledge at the-bottom, after 
the net. 


| movers 
Will dee 


find a vertical shaft just behind whiëhwon't spo your, püfsher il 


EN 


2e 

cammacTas 

HON TO PLA, 
ECT 
ED ENEMER 

SECRETS! 


3. Afterwards, run clokwise around the shaft (Fig. 15). Haw-10 USE TIE 
4. Jump to your right onto the third net and then land on the next TuRouelt 
ramp, which will.be on the following level. 
5. Run clockwise around the shaft. 
6. Jump to the right onto the next net. 
7. This time you'll have to land on a net on the lower edge, which 
will hurl you to the top of the shaft. ( I 


CITY MAP 


Unfortunately, you still.haven't reached your-destination. Run 

forward without stopping. KET 2.8 

1 Stay tothedeft, because the abyss will be on your right. 

2, Takera double jumprand land-on your right (Fig. 16). 

3, Then.run to the left again. MIB 

As Jump ontothe round slab above.the abyss, and then take a 
jump t.the right. 
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Start down in the left corner: jump onto the bar, from there to the 
block, and then on to the next bar. When the bar has reached its. 
peak, jump off onto the solid platform to the top right, which will * 
be easy to overlook (Fig. 18). The following three bars will be 
moving to the right of it, and after the large black you can climb up 


the large steps in the wall (Fig. 19). Now you have to turn back to 
your left: only another couple of bars and blocks, and you'll have 
reached your destination. Tread on the switch in the great hallway 
(Fig. 20), which will open the Crypt Door if you've managed to 
pass all the other challenges. 


STEN 


E 


EN Dt! 


Br ie Mar id 


| 


blinde va a Cri plaa … 


First of all, the Baron will hurl spider robots over towards you (Fig. 
1). Each one will land in one of the seven segments between the 
pillars.Don't touch the things whatever you do. Their energy rays 
can thrust you into the abyss. Shoot them as quickly as you can. 
If your ammunition is almost gone, you can reload using the Red 
Ammo that will appear at both ends of the path. Stand either to the 
far left or the far right of the path and shoot the spider robots as 
you make your way towards the middle. In this way, you can avoid 
being attacked from both sides at the same time. 


The Baron will start throwing bombs, and that will be his first big 
mistake. Before they explade, they must be hurled or punched 
back towards the Battle Mech. Simply form a line between Jak, the 
bomb and the Battle Mech (Fig. 2). Then boot the bombs away, 


Jo leave me 
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pence! 


and they will fly up and hit the robot. The remaining bombs will 
explode after a while, and the Baron willksend out more of his pet 
spiders. Make sure that no bombs explode anywhere near Jak, 
because that would badly injure him. 


Four bombs will have to hit the target in order to move onto the 
second stage. This is possible during a single round of attacks, 
but itis important for you to aim well and not merely to hurl the 
bombs around. The Baron will send yet more spiders at the 
beginning of the second stage, and he will leave his position at 
the stone in order to fly close behind the pillars and shoot (Fig. 
3). Take cover behind a pillar, because it will take the main force 
of the bullets (Fig. 4). Once you have wiped out all the spiders, 
te Baron wil fly to the rear and throw bombs. You know this 
pattern already: you'll need to kick them back at the Baron four 
times. Stage 3 will then begin. hel 


The Baron will grab the Precursor Stone from fts-anchoring. He 
will move forward and use the stone's power to destroy part of 
the bridge with green energy rays (Fig. 5). He will then throw two 
bomb$ which you will have to kick straight back towards him. 
However, he won't fly backwards, but instead dart between the 
pillars (Fig. 6), shooting and destroying further parts of the 
bridge. Take cover behind the pillars and jump over the gaps ìn 
the bridge. As he will also start shooting at the antique pillars 
they will gradually fall apart. After you have kicked back four of 
his own bombs and hit him with these, the Baron will finally 
make a dramatic exit. 
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Enter the Fortress by the delivery entrance in the Slums. 
Luckily for-you, nobody takes security.all that seriously. 
around here. Once inside, go down the corridor that was 
blocked by a blue energy barrier during your last visit. First, 
you'll need to mow down some Krimzon Guards. Several of 
them will emefge from the depths propelled by rockets-on 
their backs. Deal-with them, then stamp on.the four red 
switches (Fig. 1) on the platforms. The yellow elite Guards 
will put up particularly tough resistance. They are more 
motivated than their poorly paid red colleagues and-can 
witffstand twice as many hits. From now on the yellow-peril. 
will also be seen patrolling throughout the mean streets of 
Haven City. 


There will be a constant flow of guards from the room at the 
back. That will cease, however, once you approach it. 
Afterwards, you will have plenty of time to take care of the 
four switches. A fifth switch can be found in the back room, 
right in front of the energy barrier —stomp on it to disable the. 
barrier. You will now have to face indestructible gun turrets 
that will swing back-and forth at regular intervals and open 
fire as soon as their red target lasers touch you, The safest 
place to be is up on top of the guns (Fig. 2),though even 
that isn't safe enough, as you will be in the line of fire of the 


T_upper.cannons. You need to jump over all four cannons‚and. 


run to the-half-pipe at the back of the room. When-you get 
there, go right and leap over the laser.beams. Jump uprând. 
over the right side ofthe pipe to reach the next area. Stop at 
the edge and survey the situation before continuing 


You will see,a rail.running between two more cannons. Wait 
Ûntil the laser beams sweep acrosS infront of you and then 
use your Jet Board to grind across the rail, making sure that 
you keep the @ button held-down at the same time as 
pressing forward on the-analog stick. Now turn left. 
Remember not to dawdle about in this part of the room as 
the guards will be shooting at you from above. A bit further 
along, three more Guards 
will be waiting for you, so 
make sure that you have 
your Blue weapon ready 
(Fig.…3). In addition, there 
will be men with rocket- 
propelled backpacks lurking 
behind the next corner, 
‘protected by two more 
indestructible gun turrets. 


After you have crossed the bridge and jumped over the trench 
in front of the door,-go through to the next room where you 
will find Titte robot spiders memily jumping out of a hole. They 
continuously respawn, so don't waste too much time or 
ammo shooting at them. Pass through the door and into the 
cellblock where you will find some old acquaintances. The 
warp gate will then drop you off in the Power Station — three 
new assignments will await you in the city. 
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From the Saloon continu in the direction of 
the manhole cover icon that will have, 
appeared on the map. You will eventually 
arrive at the Sewers floodgate that you have 
visited previously. Krew's clowns wilkbe 
waiting impatiently for you down belów. 
Follow themto the liftand down into,the. 
tunnel where a gang of Hoseheads will-appear 
from behind the left-hand bend. Take.care 
when you see one of the Metal Heads stop’ 
and cock its head. The creature is getting ready to unleash a-deadly 
laser beam (Fig. 1). A well-aimed shot will, however, stop this 
harmful attack. The-Hoseheads will not use these-beams in close 
combat situations, Which is something of-a relief. In thenext 
chamber you must defend vourself against-a whole bunch of 
Hoseheads before you can continue. Thebeasts will even come 
crawling down the walls. The three nitwits may-not be particularly 
helpful, but they always seem to conveniently be looking in the very 
direction from which the next opponent appears. A usêful, if 
gormless early warning system. 


When the guys try to Blow open the passageway, you'd better take 
cover (Fig. 2). Hide over in the right-hand corner to avoid being hit 


f by falling debris. On the other side-of the tunnel you will-encounter 


two Hoseheads, and two more will follow you through the tunnel, 
Take the next lift down; 
Hoseheads will attack from both 
sides in the next gorridor. A 
group of three will be lurking 
behind the next corner, waving 
their laser-beams back and forth. 


The Hoseheads have a clear 
advantage over you with their 
superior range of fire (Fig. 3). 
One way to deal with this problem is to shoot at them from a 
distance while always making sure that you jump over the laser 
beams. Alternatively, wait for a break in fire, then jump into the 
corridor and run towards your opponents while at the same time 
firing aggressively. Or you may even want to get as near to them as 
possible, so that you can take care of business up close and 
personal, man against monster. If you go for this option you must, 
however, make sure that your three enemies are in the line of fire of 
the second trio that will be hiding-around the corner to the left. You 
can make use of the hollow on the left to get closer to your 
enemies (Fig. 4). The whole run is easier if you change into Dark 


Jak and assume the role of the berserker. 


When you have managed to defeat this bevy of beauties, Krew's. 
men will blow up the last passageway leading to the statue. The 
‘Whole thing is still far from over, however, since countless. 
Hoseheads will now be flooding into the room (Fig. 5). This would 
be another perfect time to metamorphose into Dark.Jak, provided 
you have not already used up your precious Dark Eco reserves, 
Either way, the crates in the corner will contain lots-of blue 
ammunition. If you run lòw on ammunition you can also make use 
of‚your Red Gun and fire away at everything that crosses your 
path. Keep one eye on developments in the background: when the 
Hoseheads get ready to shoot their laser beams, you must either 
rush forward and start shooting 

rapidly or jump out of the way. 


You must keep an eye on Krew's 
three guys as there will be lats of 
Hoseheads dropping from the 
ceiling right next to them — they. 
may even land right behind you. 
As you will have realised by now, 
the three stooges seem incapable of wiping out one single. Metal 
Head on their own. Always heed their calls so that you are right on, 


|_the spot when needed. Once you have eliminated dozens of 


Hoseheads, you can finally pop down to'the statue. After your visit , 
continue on to the next lift and return to Haven City: Your presênt 
will already be waiting for you near the Gun Course at the port. 
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You will find a Gun Upgrade for the Black Gun lying in 
a crate. To activate the new mode, press right on your 
control pad. You will now have your own Peacemaker, 
which works without the long charging-up time that 
hampers the performance of Sig's pre-historic model. 
Admittedly, the rate of fire is low, but the bullets send 
out energy rays upon impact, which means that they 
can hit several targets at once . The gun 

only holds a few bullets, new 

ammunition is rare, and each 

clip only contains one 

cartridge. But apart from 

that, it's great. 


Erol can be found hanging around at the Race Garage, giving 
his future female mechanic Kiera the visual once-over. He's 
hoping that she'Il fall for a modest, charming, winner such as 
himself. Following a few ill-considered words from Keira, Jak 
leaves in a huff. And who's left to save the day, huh? 
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Since Daxter has always paid attention, he knows exactly how 
to win a race: you hold on tight, head straight for the goal and 
keep pressing the gadget that makes it accelerate. And guess 
what — speed is good! Or something like that … So nothing 
can go wrong, really. If you're not sure, read up on the basics 
on how to operate an Air Racer on page 91. It's the same as 
steering Jak, that's -for sure. But the most important thing really 
Ís: put your foot down using ®. 


The good news is that there ig a shortcut on this racetrack too. 
The bad news is that this involves another big leap over a deep 
and deadly abyss. You will recognise the relevant stretch by the 
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dark pillars with the orange lights (Fig. 1). Race straight 
towards the gap to the right of the-left tower (Fig. 2) and jump. 
off at the last moment using CD or @D (Fig. 3). Keep the jump 
button pressed down until you land. Of course, you must make 
sure that‚you are not rammed by anything prior to jumping. 


Your jump will only cut a small corner, but it will still save you 
valuable seconds. If you have problems with your jumping skills 
you can always try to win the race by taking the regular route 
instead. Or you could attempt to cut another corner further down 
the track. To do so, follow the bend normally as mentioned 
above, take a right behind the blue pillar, continue right, up 
towards the orange pillars, and then jump over the abyss (Fig. 4, 
5, 6). Rest assured, Jak and his fast, furious and furry friend will 
be reunited after Daxter's inevitable victory. Together again, 
hopefully never to part. It's all quite moving, really. 
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You will initially see two bliking dots on the map, but be careful 
— three bombs are actually coming your way. Crafty, eh! One will 
be coming from the direction of the Water Slums and two will 
follow shortly after from the direction of the Industrial Zone. 
Timing is erucial in this mission: if you simply wait in the vicinity 
„of the hideout, all three infernal machines will reach you almost 
simultaneously. A far from ideal situation, unless you have eight 
hands. If you snatch a vehicle and dash off in the direction ofthe 
Water Slums, you'll encounter the relentless Blast Bot 
somewhere in the vicinity of the Dead Town gates. Youwill then 
be faced with a mad dash if if you want to get back ín time to 
intercept the Blast Bot coming from the other direction. 


You will therefore be much better off heading for the Industrial 
Zone first of all, The Blast Bots are hard to fight from the relative 
safety of your vehicle, since they paralyse all vehicles within 5 
range with their “proximity defences”. This means that you must 
jump out of your vehicle as soon as you see the robot and run 
directiyetowards út. The Blast Bot will thefhunleash its firepower — 
immediately aboveyour head (Fig. 1). It will take äpproximately 
60 shots from your Blue Gun to blow. wo a singlê Blast Bot. The 


Krew, the flying member-of the‘underworld, would like Jak to 
lose his final championship race/against Erol, sothat he can 
cream off the gämbling proceeds himself. But he is surely 
counting-his-chickens before they are hatched: Erol just happens 
to be here too — what an amaaazing coincidence — and he is 
challenging you to'a race. 
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Black Gun is a much pore. a weapon here, as it En take 
less than ten hits dbs same job. When the Blast Bots stops 
firing and collapses into-a heap, quickly run fo the side to avoid 
being damaged byt de subsequent explosion’ 


Provided that shin vl went-smoothly, you van now counter 
the second Blast Bot just around the corner in-ffont ofthe 
Sewers flood gate. Should the. e nearby gun station spring into 
action, it would be best to let the Blast Bot advance a litles 
further. Otherwise, there.will-simply be too many energy flashes. 


must quickly teturn {0 the area in front of the hideout where you 
will have to intercept the last Blast Bot. When the metallic. 
marauder gets too close to its target, a countdown will be 
displayed at the top of your screen (Fig. 2). But this will-only 
happen nine seconds before the end — too late unless you are 
end the vicinity. 

fou ind that you rheëd several attempts to. oo this 

sion, it will probably-be because you‘keep running, out of 
ammunftion. The crates in front of the hideout wil only contain a 
few yellow and. blue magazines. Collect them all and keep _ 
ie Mission unt you have fuly stocked up on 

nition. 
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Mount the Zoomer in front of the Hip Hog Saloon and put your 
foot down! Fly straight through the first ring. As the name 
suggests, the accelerator rings give you an acceleration boost. 
And as Erol said before, you must fly through all the rings. If 
you miss one, you will have to turn around and try to fly 
through a second time. It is better, therefore, to brake once too 
often or at least take your foot (finger) off the accelerator than 
8 lose valuable time because you've missed a ring and been 
forced to backtrack. 


As was the case with the stadium race, you can't change the 
Hoverszones here. You can/only fly on one level. As usual, the 
blue triangle on the map will mark your position. The other 
triangle represents Erol's position. You will also see the next few 
fingsdflashing there too. Try to anticipate your next, move as you 
drive. You Can usually tell from the direction of the ring which 
path you,Should take next. However, to be on the safe side, 
pause the game at regular intervals using GELECD. That way you 
can use the map to see exactly what lies ahead of you. 


After having cleared the first ring-takeva;jump.at the bridge to 
the right before turning.directly into the street leading to the 
gardens, where the next series of rings is located. On the other 
side of the grassy area swerve round and go through the West 
Bazaar where the last door near the sharp bend looks set for a 
good ramming. You can, of course, also slow down (Fig. 1), 
but.what fun would that be? The next few rings in front of the. 
Palace are also rather difficult to negotiate, but you can do it. 


Afterwards, fly round the Statue of Mar in an anti-clockwise 
direction, then continue to your right, past the Palace. Turn 
fight, past the hall behind the Palace and head towards the, 
picturesque canal. When you reach the ring on the bridge, race 
over the railing and down into the canal (Fig. 2). There will be a 
ramp leading out of the waterway at the far end — make sure 


/ you don't crash into one of the house walls (Fig. 3) in your 


excitement. The rings will then lead you further north-west in 
the direction of the Stadium. 


You must be particularly careful when the next stretch of.canal 
appears in front of you (Fig. 4). A ring will be hidden behind the 
corner to the right. If you are going too fast and charge straight 
into the canal, yóur challenge will be virtually over. You must 
approach the canal through the ring. Follow the direction of the 
water, until you reach the Stadium. Envious Erol will be forced 
to'finally admit that Jak & Daxter are the fastest, best-looking 
and eleverest of men. And Ottsel. 
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After you have shown Erol which side his bread is‘buttered.on, 
Samos will ask for your help via walkie-talkie. You can also 
choose to help Vin, but Dead Town is more or less on your way. 


Bors, ger wandt e pv | Fetch pn 
geïnebhing fer me prom wat eld 
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lace Lr A change, Baster: 
ner TE 


Near the entrance area of Dead Town you 
will find a particularly fine toy that weighs in 
at just under three tons: the Titan Power 
Suit”. Climb in and turn the nearby wall into 
rubble- (Everything you can pulverise will be 
marked in red.) The first Metal Head will 
come running to see who knocked on the 
door-Greetthem with a nice slap in the 
face. And because the whole thing is so 
much fun, smash the next wall on the right too (Fig. 1). Make 
sure you give the two Grunts behind the wall a taste of their own 
medicine before breaking down yet another wall 


JitnnPower Sul”. 


Using the Power Suit's huge mechanical arms you will 

be able to dish out tremendous punishment by pressing 

either © or ©. Thanks to its Dual Thrust Jump Jets, 

the Mech can also do amazing hops; simply activate the 
à thrust by pressing 6. A display informing you of the 

condition of your Power Suit will appear at the top of 

the screen. Beware, you will sink rapidly the instant that 
you venture into water. When you are 
wearing the suit you won't be able to 
use the first person view. It will only 
become available again once you 
climb out of the suit by pressing ©. 
You'll also discover that by pressing 
you can make a strange hand 
movement (Fig. 2). This is actually 
intended for lifting or pushing boulders, 
but it could easily be mistaken for an offensive gesture 
used by particularly irritable people. 


Eà 


02 


Do not underestimate the Metal Heads. Once those monsters 
have managed to get close to you, they will seriously damage 


|_You will see a 


| third wall. Push it 


concrete block on 
the floor behind the 


close to the wall 
with @D (Fig. 3) and 
use it as a step. 
Climb up and get out 
of the suit. Now you 


be e 


| can get the Precursor Orb on the wall to your left if you wish. 


your fine metal suit. They will also be very hard to shake off. After Í 


having dismantled a few walls, finish off the monsters in the usual 
way. Alternatively, yoú can surf around the walls with your Jet 
Board and remove any kind of danger to man or machine. 


Next, wipe out the Rapid Gunner who will be guarding the 
breakable wall at the end of the corridor on the right. Having 
done that, get back into the suit and punch through the wall, Go. 
through andspush another concrete boulder against the wall on 
the left. 


Climb out of the suit again, then jump up onto the wall.and 
eliminate the two Rapid Gunners who will be hanging around up 
there. Now take your shiny machine up therê and’ push another. 
boulder against the wall at the back. You must be careful.when 
jumping onto the wall as another Rapid Gunner will be shooting 
at you from the adjoining building (Fig. 4). Either try to shoot him 
dead quickly or walk along the wall and head tight, towards the 
next ruin, resplendent in your Power Suft. The latter, option is 
only advisable if your machine has remained relatively.unscathed. 
so far. Either way, make sure you knock down the marked pillar 
(Fig. 5), so that you can use it as a bridge 


Remane 


If you have not already dealt with the Rapid Gunner just and through the newly made opening. You could jump down B 
mentioned, he will now start shooting at you. Time to eliminate through the opening in the wall opposite, but we don't GRACTE 

him for good, especially as there isa chunk of rubble with your { recommend it! Instead, turn left and knock down yet another, HOW TO PLAY 
name on it on the floor next to him. Lift it up with the Power pillar. This will help you get to Samos’ old shack. There you will NE 
Suit, turn round, and take a few steps back the way that you find tie Life Seed, which you have to take to Onin in the Bazaar. (x IER 


came. Turn left near your improvised bridge. On the next 
platform on the other side you will see another dilapidated pillar 
(Fig. 6). Using @, throw the block at it, so that the pillar 
cpllapses. Should you miss your target, another block will 
appear on the same spot where you found the first one. Use it 
for your second attempt. 


Now walk across the second overturned pillar, lift up the block 
and throw it through the brick wall (Fig. 7). Jump over the gap 
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ij } ortwice. The rioht-hand pipe is the easier-of the two to grind. 
Welve Aetected a cutter of Metal Either way; you must have enough-momêntum when grinding 
Head CR! over hf the Strin Mine across the pipe of your choice.to make the jump at the end 
site. Now, gonve get te je hack (Fid- 2). Snatch the Orb in the corner, then head left, up to the 
bheve aud bd he wf to destroy next section. By the way, 
bhore engs, lefore Be Berten | should the normal obstacles, 


whole wen tormaf of Oren vel. ie. saws and drilling pipes, 
ie pos&sany problems, you can 


climb-overthem on foot. The 
Jet Board is only required for 
grinding. 


nt 


On your arrival through the Warp Gate you will see the Metal Kk 
Head eggs on your right. Above them, there will be a large 
container suspended on a crane, perfectly.poised to crush 
those pesky eggs. You will need your Jet Board to get up there 
and send it crashing down. Surf directly ahead, then turn rioht 
near the Eco lake and continue up the slope and past the littie 
house with the drills. Jump over the moving platform. On the 
left you will see the remains of the turret into which you threw 
a plasmite bomb some time ago. Ah, happy memories! This 
time, keep going straight ahead, past the giant chainsaws and 
over the gap. It will then be time to get off your board and find 
out how the land lies 


In front of you a yellow pipe will lead.up to the next platform 

(Fig. 1): time for some good grinding action, right? A little 

yellow mark on the ground is evidently there to point you in the 

right direction. Get into position, take out the Jet Board and jump 

onto the pipe. Press ® to grind. To maintain speed, press the 
stick forward, then steer to the 
right at the sharp bend. 


The next set of pipes will be 
waiting for you beyond two 
more chainsaws. This time 
you can choose whether you 
want to change direction once 


Talking of pipes: you will need sufficient momentum to make the 
jump onto the next set of pipes. You can use the ramp on the 
right to take a run-up (Fig. 3). You can now have fun in the half- 
pipe and recover a little before you gear yourself up for the next 
jump. Leap off the upper lip when you want to move on. At the 
next gap, you will have to take a massive jump onto one ofthe | 


moving platforms and from there onto one of the three pipes IE 


(Fig. 4). Take off as soon as the platform starts moving from the 
left towards the right, jump onto the platform and from there ĳ 
immediately jump onto the pipe on the right. (Caution: if your 
speed is too high and you only jump off at the last moment, you 
en — may plunge intó-the hole between. the slab and the pipe). The 
next obstacle awaiting you will be a ge with a gap in the, 
„middle„Jumpsonto the pipe, grind for a very short time and then 
Fy Re, gone, Hen 
VARA Tds 
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your job will be to grind across one of the three pipes, When you 


the-pipe, jump onto one of the moving 
ht on adt gap. At the, back be 


k 


bhe Life Seed. | | 


Thanks Lr Javing k Í 
bhe emergiged Life Seed to er | 
Snanws ie Hawen, Forest. IE will pe 
Saawes bhe power he weeds bo Fina Iy 
zee the Forest From the trees! 


en EE OE 


After Onin has prepared the Life Seed in her tent — and after a 
little verbal sparring between Pecker and Daxter — take the 
energised Life Seed to Samos. You will find the sage — relatively 
young at present but old in future — under the large tree to the 
south-west of Haven Forest (Fig. f). No sooner have you 
handed him the magic object 
than the inevitable Krimzon 
Guards will appear, intent on 
sticking a spoke in Samos’ 
ecologically friendly wheel. You | 
must repel them long enough 
to give Samos time to meditate 
and ask the plants vital 
questions about the future. 


will prepare it for frames. Take L 


|_must survive for the duration without any Health,Paks. 


continue onto the third stage. 
where you will have to cover a 


large distance riding-on two 
more moving platforms. You've 
done it! Breathe a sigh of relief, 
then surf or walk 
through the tunnel 
on the right. At 

the end, take a big leap onto the container 

below (Fig. 5). Congratulations, the eggs are 

flat. Poached or fried? You decide. 
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How nice that he gets to sit back and have a rest while you do 
all the grunt work. 

More and more Krimzon Guards will start jumping out of the two 
transport ships, accompanied by several crack troops sporting 
jetpacks. The foot soldiers will charge up the two wooden ramps, 
whereas the airmen will take-the more direct route. Some foot 
soldiers will run to-Samos and attack him using their energy 
beamers. Most of them will attack you first, however. The crates 
next to the left-hand ramp will only contain ammunition, so you 


The first attackers will charge up the left-hand ramp, so give them a 

suitably warm welcome (Fig. 2). When other Guards start to show 
up in the background, you 
should-concentrate on taking out 
the attackers in your immediate 
vicinity before turning your 
attention to the newcomers. 
Samos must survive the 
mission at all costs. Fortunately, * 
it will take several hits before the 
herbalist kicks the bucket. 


| 


lt is imperative not to lose track of the enemy during this 
mission. Position yourself close to the levitating Samos, 
keeping your back to-the wall. You will be safe there from the. 
rocket-propelled men above you, and it will also be à 
convenient position from which to fire at the Krimzon Guard 
with your Blue Gun. Keep moving around your immediate 
vicinity, eyebalis peeled at alltimesstoravoid-beingtaken by 
surprise by the guards. Dring the short ceasefires, jum@ onto” 
tie walls behind and fire at the rocket-propelled men. Ifyou. 
can manage not to tie a Knot in your fingers when. switching. 


from.one-weaponrto another, use the Peacemaker against them. 
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Brutter is a shining example of 
the development of the Lurkers, 
from a dangerous animal to a 
self-employed businessman 
with his own trinket stand. 

His special offers are 

always exquisite. The same ‚ 
can also be said of the 
rewards he hands out for 
completing his assignments. 
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The fish icon on the mâp will have lured you to Brutter's stand, 
and indeed the dealer in trinkets won't let you go without 
another assignment. This time he has a particularly attractive 
reward for you. Well, finally, a little treat to look forward to. 


You will already be familiar with the principle of how to set free 
the Lurkers. First, fly to one of the blinking dots on the map. 
One of them will guide you to the gardens in the south, in the 
direction of the port. Destroy the flying cage, land next to the 
Lurker and let him climb on 
board. You don't have to 
deliver him to Brutter, though. 


dot that will now be blinking 
on the map, Ther®'s-a round. 
hatch in oné,carner ofthe 
gardens (Fig‚”f) through 


Take him to the.locatión of the. 


By the way, your bullets will not harm Samos even if 
sometimes you wish they would! This means that you can fire 
merrily in all directions without any scruples (Fig. 3). The 
combât will rage for quite some time, but once the red 
transporters start taking off it means that you are safe to fight 
another day. At this point Samos will relate what the plants 
have revealed to him: the 
Baron wants.to break open 
the Precursor Stone. However, 
this would release an 
unimaginable amountof 
energy.lt. would destroy,the 
planet … and all Iifgsupon it! 
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|_which your hitchhiker can dive to safety. Afterwards, repeat the 
action, withrthe“second-Lurkertransporter, which will be 
patrolling close by. 


Turrt north. Two more Lurkers must be saved in the other 
garden area near the Mountain gate. Youwill find their exit 
hatch in the north-east of the park. Escort the last two Lurkers. 
around an Area@ven further tathe north, through the west 
Stadium-section? You should,be familiar with the procedure by 
now, only the heavy traffic‚in the crowded city could get in your 
way. The gün station-close to the hatch is easy enough to 
destroy (Fig. 2), but it will keep re-activating after you've blown 
it up, so don't waste your bullets. Just make your drop and get 
out of there in one piece. 


ACT 3.5 
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Should you happen to leave a Lurker behind, because a 

vehicle has exploded, for example, don't worry — the 

position of the waiting passenger will be-marked by a 
green dot. Fortunately, shots cannot hurt Brutter’s brood. If 
you succeed in ferrying all the Lurkers to safety, Jak and 
Daxter will be appointed honorary members of the Lurker tribe 
by Brutter. This is probably 
way beyond their wildest 
dreams. In addition, Brutter 
promises to lend assistance. 
at any time. You wilkbe sure. 
to take him up onthat offer 
one of these däys. 
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Kor will hand thìs- assignment to you in the Power Station. Your 
job will be to destroy ten control desks in the Drill Platform 
tower. Get into-the Power Suit, which will be behind the Warp 
Gate, and keep banging against the metal door 
until it cavesvin. Take the lift down and tread 
carefully towards the laser barrier at the back. 
When you arrive, bang against the door three 
times and then go through the opening. In the 
next room place the Power Suit.on the lift panel 
on the platform to the far left of the room, | been careful so far, your Power Suit should still be relatively 
then, climb out of the suït (Fig. 1). | undamaged: Move when the flames disappear and jump up 
when they reappear. Júmp carefully over the gaps and before 
You must nowpress the lever on the upper — |+ you know it, you will be On the other side. Next, go into the lift 
level. To'reach it, jump over the two on the left. 
platforms atthe other end of the room (Fig. £ 
2). Naturally, they will fold. away soon after You must eliminate the Grunts in the control room and destroy all 


you've stepped on them, so tread lightly: ten terminals (Fig. 5): four on each of the two pillars and two in the 
Quickly ward off the two Grunts up there adjoining room. You will have about onevand a half minutes before 
and then press the lever so that the Power the whole place blows up. Jak will get out of the Power Suit, and 

* Suit will be taken up on the platform. Get you will have to run all the.way back on foot as fast as you can. 
back into the suit and smash the door. In the 
next room you must hop over a few / The platforms in the first room, 
platformS.in your heavy suit. That-shouldn't 5 will now prove useful. Jump 
‘be-too much of a problem, though. Make Í off the footbridge and onto the 
sure that you land on the flaming platform first platform on the right-hand 
(Fig. 3) just before the exit, rather than à side before the flames start 
stopping on the small square platform, as \ B blazing again (Fig. 6). Before 
the latter will fold away. sending you - the platform folds away, jump. 
plummeting. over the other platforms to 

reach the other side. You must 

Get out of the suit once you are in the k make it to the door by the 
chamber. You will see a few Grunts-in the \ Warp Gate before you run-out 
corridor in front of you as well as two of time. It's a close call, so 
levers. The levers serve to move small D Bj don't mess around 


platforms upward, which will help. you to E unnecêssarily. 
jump over the big gap in your Power Suit / 
(Fig. 4). The simplest way of activating the 
levers is by taking a well-aimed shot at 
them. Otherwise, you must cross the gap 
using a long jump. This means that you will 
then have to press the levers by hand and 
go back to retrieve the Power Suit. 


You will now have to walk across a small 
footbridge — beware of the three laser barriers. In the last room 
in front of the tower you will need to cross a very narrow 
footbridge under which flames will be blazing. As usual, the 
platforms on the edge will not support much weight. If you have 
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As you can see on the-map on the bottom right-hand side fo. 

the screen, this track has two official shortcuts. The ficst one 

goes down torthe right immediately after the start (Fig. 1). If 
you delay your Stärt briefly and let the others rev past you, you 
can turn in there immediately. The most dangerous spot on the 
courseris at the-end ofthe long bend (at the bottom, right on the 
map) where someone has carelessly placed a hale in the 
centre of the track (Fig. 2)._The ditches at the side of the track 
are tiresome, but at least they're not deadly. 


You-can go through the front door of the. Palace completely 
Unmolested oncêyouthave the’Purple Security Pass from 
the Class 1 Race. If, for some reason, you have forgotten 
where tis — a red Ashelin icon on the map will show 
you.the way, In-the sparse anteroom climb into the lift 
and go.up to the throné room whereyou will meet 
Ashelin. With Vin's help you can convince herthat 
her father must.be stopped. 


Right won, va Father it 

meeting Eren af A veover 

Weapon Fachorg wear the 

Dig. Here is geel Black 

Security Paas. This will 

allen yow access bo the 

Factory. But yon will hawe te zet 
oud on goeroe This converladion 
wever took. place. 


mA 


ac Eloro Prlaeo 


CHARACTERS 
HOW TO PLAY 


Make use of the long straight sections to apply your turbo 
boost. It's also important that you hit the hairpin curve at 
exactly the right moment (Fig. 3), cutting into the bend sharply, 
before speeding up again. 


SEORETS 


The second shorteut (top left on the, map) will enable you to 
cut off a small part ofthe track, although you will miss out on a 
turbo ball (Fig. 4). Thisis only worth daing if you can-manage 
to negotiate the bend without ramming the opposite wall. And 
you will still have to.watch out ‘for the first shortcut, which will 
appear on your right immediately”after the Start/Finish line. 
Never forget the hole in the track at the end of the long bend. 
lts a killer! 
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Of course the Baron won't be at all pleased about having to 
greet Jak asthe valiant champion. Luckily Erol proves to be a 
bad loSer but manages to unwittingly save the day. In the 
commotion Which follows the Purple Palace Security Pass will 
fall into your hands, And just guess Where that will take you? 
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You can reach the outer section of the Palace by dropping down 
through the duct set.intg the wall of the throne room. You wil then. 
have to cross a large outer chamber, negotiating rapidly folding-up * 
platforms and other annoying hindrances. During this time 
numerous Krimzon Guards will attempt to stop you by shooting at 
you. The path will end in front of a large window, which you can 
break by firing a shot. You will then have to get out your Jet Board 
and grind along the edge of the window frame (Fig. 1). At the end 
of the frame jump to your right onto the platform and then put the 
board away quickly so that you don't slip over the edge. 


As/Ashelin has already said, the Secret Weapons Factory is located. 
at the Dig. Climb into the shuttle at the port. When you reach the 
destination, make sure that you don't ga into the cave. Instead. go 
through the security gätes on the other side. Once inside, you can: 


step onto the/lift and let the fun begin. 


Take a turn to your right into the lobby, which is in frontof the 


|_throne room. The lift door will be locked, so go left-and gfind more 


rails to return to the outer chamber (Fig. 2). Another delegation of 
Krimzon Guards will immediately reveal itself over on your right. 
Once you've mopped them up, you will have to shoot down the 


| farge ring from the ceiling. Grind across it to reach the far side. 


(Fig. 3). Now there will only be a few more jumps and Guards j 
separating you from the back entrance of the lift, where you can 


{_make your final escape from the palace. pe 
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There will be six Krimzon Guards waiting at the end of the 
conveyor belt. That should be fun. Take advantáge of your 
superior weapönry-and jump onto the red switch on the left, to 
turn off the energy barrier. Hordes of opponents will be waiting 
in the next corridor, so keep it _} 
locked and loaded. Shoot at 
the red switch-on the right 
hand side (Fig. 1), so that it \ 
turns blue, allowing you to 
ride the conveyor belt tothe. 
top. Jump off to your/eft. 
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Krimzon robots will emerge ĳ 

from an opening in the ceiling 4 
(Fig. 2). First of all, they will roll around flike boulders. Don't 
allow yourself to be rammed! Fire at them;to make them open. 
up and then, shoot them quickly before they start to.roll up 
again. You will be safest on the level behind, where they will be 
unable to hit you. As soon as you've dispatched the droids, the 
bridge swings-over. Eliminate the guards on the other side and 
cross over the bridge. When you reach the other side, you will 
have to turn another wheel to make the bridge swing back to its. 
original position. To do this, step onto the-wheel or jump up 
beside it and do a spin (Fig. 3). Then go over.the bridg&and 
step on the lift over on-the tight. Ride it you up to the next floor; 
Take care, two Krimzon Guards will be waiting for-you-when 
you arrive, 


After dealing wit the Guards-you will have to run up the 
conveyor belt which will be rolling in the opposite direction. 

Two circular saws will make matters even more difficult for 
you. When the front saw is turned towards you (Fig.4), start to 


{_can jump on them. Hop onto the, sloping conveyor belt to your 


Wipe out all the guards-in the next room and turn the conveyor. 


| theupper end. The third-conveyor belt; which willbe moving 


{protected by an energy barrier (Fig. 7). The barrier will 


run and take a forward roll followed.by a long jump. This: will 
be your fastest way of moving forward and leaving the danger 
spot behind you. Once you have reached the end, jump onto 
the conveyor belt. At the bottom you will see two folded-up 
platforms-with red crosshair markings on thê-underside (Fig. 
5). If you shoot at them, the platforms will drop down.and you 


right. When you reach the end; you-will then have to shoot at 
another platform opposite ta-make it fold down too. Ifyou take 
a long jump from the.edge you will reach the other side: 


belt switch to blue. You can also change the direction of thé 
second conveyor,belt higherup. The switch for this will be at 


towards you, is very quick. However, on the right side you can 
fold down two more platforms by-using the Same methods as. 
before (Fig. 6). Nextthere will 
be two short conveyor belts 
awaiting you. The switch to 
change directions will be 
hanging over the bottom end. 


There will still be plenty of 
work todo. Jump to the next 
level. Krimzon robots will 
emerge from the machine in 
front of you-There-willbe-a.switch on the left side, which is 


disappear once you have destroyed all the robots. Then.you 
can turn the switch to blue by firing atit before continuing 
Onwards up the wide conveyor belt. From here, you will have to 
reach the north-west end of the hall- First of all, you should 
wipe out as many Krimzon Guards as possible in order.to 
swing the bridge to and fro using the screws: 


Always keep an eye on your opponents There will be a large 
group of them stationed very close to your.destination (Fig. 8) 
They intend to stop you from stamping on the conspicuus 
panel on the ground. However, don't let them have the 
satisfaction. After stopping them in their tracks you will arrive 
in a hall with three openings. As you approach, five robots will 
emerge from each opening. Once you have eradicated them all 
a lift will open up to take you to the meeting with Krew. The. 
final meeting! And the Baron isn't even there. Pity. 
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This Gun Upgrade increases the damage that you can 
cause with each shot. It was a bit stupid of Krew to give 


it to you! 


Krew will be hovering around outside, far beyond your reach, 
and will start by sending numerous little green ectoplasm Krews 
after you. They steer relatively slowly, but will head steadfastly 
towards you. If you touch them at any point, it will cost you two 
energy units. Above all, try and avoid hitting them. Use the Red 
or Blue weapon to wipe them all out; you will need two hits for 
each one. After having eradicated approximately 20 mini-Krews 
the original Krew will come flying towards you in the very real, 
very wobbly, flesh. 
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Krew's energy meter will äppear on the bottom right of the: PE 8 
screen. This is your cue tavfire at your old employer with all-guns J 
blazing (Fig. 1), in an effort to reduce his energy by one third. 
Afterwards, the green substitùte Krews will reappear and the 

fight will go into the second round. You will now have to survive. 
another attack by the cloned fighters. It isn't nice, but there's 

nothing you can do about it. The'original Krew will only appear 

when all the clones have been destroyed}By the way, they will 
become more menacing from one round to the next. 


The threshold to the lift shaft is a good spot for warding off the 
doppelgangers (Fig. 2). This position will have the advantage that 
all the attackers will. be coming towards you and therefore 
nobody can attack you from the rear. The disadvantagê”18 this; In 
the attacker manages to get through, you will.most probably k be” 


{_pushed into the shaft. There's not much else to point-Óut 


regarding your fight with Krew. Just make sure that you have 
your trusty Blue Gun to hand. After winning, you will be-picked 
up by Ashelin (at last!) and then set down at the port. 
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The principle of the game is quite simple; there are eight openings 
where heads will pop up. When you seé a gréy or Gold héad)hit it 
with the club! Don't touch the red heads, wiiich are surrotnded by. 
electrical discharges. Each opening has beén allocated à button on 
the controller. The four on the Iéft side can be activated using the 
directional pad and those on thêright can be activated with the fouf” 
corresponding icon buttons (Fig. 1), 
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A grey-head will äfways pop up first. Hit it! You can also strike anaal 
the emptyopenings. That-won't do anybody any harm. The Ì zow Te Pur 
main thing Ist0-make°sure that’you hitthe right heads, You will n maÂ ’ 

receive ten points-fof each.head. Dáxter will “store” your 
commands. If you should’happen tò-press tie respective 
buttons too fast the result will foltow-on Immediately. 

md afterwards. Therefore, don't go blindly ‘bashing away on the 0 ” : en, SECRETS 
controls. without giving it some thôught. Remember, b 
accidentallymting.the red heads”will give yöuran electric.shook \ 5 
(Fig. 2)=When-yau hitpne ofthem,/Daster wilhbe“sentinta.a” _-|-As,with-Onin's Game,.we can't give you too many hints for this 
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Spin for a short.while and ‚be uriable to hit. out-Dòg'whatever game whictris-designed tostêst your reactions /IF you'find it too SEM Tu 
yòù do, miss hitting the gold skulls (Fig, 3), as they arèworth difficult, you'Il havestorfind”a,second person td take care of the MALTIADIS 


beshorbived, because-the Metal Heads hafe finally penetrated 
At thevstart, eight grey heads. willemerge followed by aredOne „the Security wall sbrrounding the city, andthe streets will no 
*_and then agold,one. The whole-Sequence will then start lander bersafe. Wonder how-Vin willbe-feeling? As there will 
1 ropêrating vandomly-Your ultimate aim. will be-to'Teach 1500 niowbe à permanent fad alert; you-can no,lohgertackle the 
Pöints=When you have achieved thisthe slot machine will spit_„fminimissions at the “qhestion mark” booths. You'can try for à 
outthe.Time.Map..The game-will-end prematurely after you Hióh Score on the Whack-a-Metal Game anytime you like, 
have niade,20°®rrors. Á mistake will.be judged to-have when you visit the Hip'Hog Saloon. 
oecurredáf you fail to hit a gold'or grey“Metal Head before it 
disappears. tt will.be. considered as two mistäke if you hit a red 
head. The display on the left side.of.the screen will show how 
many mistakes you can $tilkafford'to-make. 
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port. After the door has openêd, take the lift down and then 
climb into the Titan Power Suit“. The room will start to flood 
and a gate will open. A display on the right of the screen will 
show you how much oxygen you have left. If the display falls 
to zero, your underwater excursion will end prematurely. You 
can easily fill up your oxygef supply by standing on one of the 
bright blue fields (Fig. 1). 


As you make your way towards Sig, you will pass numerous 
magnetic underwater mines (Fig. 2). You should either destroy 
thèm immediately or go around them. You can force open the 
grid gates that bar your way with a couple of blows. 


The cockroach-like Metal Heads love to eat you (Fig. 3). Send 
them into the world beyond with one hit from your powerful 
metal arm. If one of thé monsters manages to wind his tentacle 
around your machine, this’ will use up a lot of energy. In the first 
room, go up the stairs where one of these sea monsters lurks 
and fall into the hole. When you've reached the bottom, break 
through the grid and follow the path lined with mines until you 
reach a larger room where four platforms-are fixed with clips 
(Fig. 4). Hit all of them to loosen them from their moorings. The 
platforms will now float to the surface. 
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Step onto the square block that will also take you up to the 
surface. Hop over the platforms. this is easier said than done, 
because they move around slightly on top of the water. Aim to 
land in the middle, and try not to dither for-too long. When you 
reach the other side jump through the hole, take the Orb from the 
corner, and then smash through the grid. 


Continue on your way upward, over the bridge, and onward until 

you reach a room with a deep ditch at the end. Two moving 

pillars will help yeu to get across here (Fig, 5). Take a big jump 
from thesedge of the taller pillar 
to cross the ditch. The next 
chamber will bring you to a 
floodgate where you can climb. 
out of your high-tech machine. 
Shortly afterwards you will 
stumble across Sig. 
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Take a long jump towards Sig, and bring him up to date about 
Krew. Then start on your way home together. After only a 

couple of steps it will soon become clear why Sig is still 

here in the cellar: two blocks have to be pushed into 

hollows in the ground. This was evidently-a task too far for. 
the old Wastelander. You will only be able to move the 
blocks using brute force: blows, spins or shots will do the 
trick, with shots being the quickest. This slrould. have been right up 
Sig's alley. 


Stand at the corner between both blocks and do a spin (Fig. 1). 
This will cause the left block to be pushed one space to the left and 
the right one to move one space towards the door, You will now 
have to punch or spin the left block four times in the direction of 
the door until it lands in the hollow. Therf'run to the other one and 
hit it forwards twice — into the second hollow. The door will then 
open. Don't waste any time, because ten seconds after you have 
moved the first block, both blocks will explode and you will have to 
start from the beginning again. The explosion can also be 
dangerous if you're standing too close to it 


There is a la. aarge surprise waiting for you behind the door. 
Even for Sig's Peacemaker this Metal Head is way too big. Run 
away from the monster immediately (Fig. 2). Keep jumping from 
one block to the next, and don't let the moving platforms at the 
back of the room stop you from reaching your goal. They will 
never disappear totally into the wall. When you're in the passage 
jump over the energy beam to reach safety. 


Push-another block into position. It must be moved three 
spaces forward and then two spaces to the left. Step onto the 
small area behind the block and fire at it three times with either. 
the Yellow or Blue Gun. Then jump quickly back over the 
erevice and fire at the block again twice (Fig. 3). It wilf land in 
the hollow, and the door will open, 


You will be put under time pressure with the next puzzle, 
because Sig is continvally under attack from Metal Heads, and 


this unwelcome attention will slowly but surely drain his energy. 


Meanwhile, two blocks must be pushed into the holgs. Shoot 
the left block (Fig. 4) three spaces forward (towards the door), 
two to the left, two forward and then one to the left 
Afterwards, shoot at the right block so that it moves two. 
spaces to the left (Fig. 5), five spaces forwards (towards the 
door), and one ta the right. The whole exercise must be carried 
„ __out quickly and smoothly, otherwise the first block will explode 
before the second black is in the correct position. In this case, 
you should make sure the second one is in the correct-place 
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Kiera's spanner icon on the map indicates that she has finally bolted 
together the Rift Rider. It will be standing in the stadium forecourt 
and must somehow be transported to the Metal Head nest. Just as 
well that you've a friend like Brutter to give you a hand/paw. 
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While Samos and Samos slowly guide the Rift Rider across the 
square, Metal Heads will be coming at you from all directions 
(Fig. 1): Stingers, Grunts and Hoppers will all rush headlong to 
join the party. Neither Samos is particularly good on his feet so 
n they will have to tread very carefully. And slowly. They cannot 


and then go back to the first block. Before disappearing through 
the door don't forget to collect the Skull Gems of all the Metal 
Heads that Sig has just defeated. 


You will once again encounter the huge Metal Head monster on 
the other side of the door. Run behind Sig. Watch out for the 


{ revolving platforms, which you will need to turn over with a 


shot just at the right moment (Fig. 6). They will soon turn 
upside down again. Then jump over a couple of moving bridges. 
and platforms. There will be two more platforms around the, 
corner. Afterwards, thêre will only be a couple more platforms 
and energy barriers, which will be straightforward to navigate. 
Finally, you will have to dive through the-grid in the floor and. 
run over the bridge to shake off your pursuer. Shortly. 
afterwards you will say goodbye to Sig and climb into the lift. It 
will take you to the south-west end of the port, where you will 
find that Kiera is calling you over the walkie-talkie to join her at 
the Stadium. 


take a lot of damage nowadays, so you will have to protect them 
from the marauding Metal Heads. Happily, shots and other 
attacks simply go through their green skins and out the other 
side. This means that you have various possibilities: you can. 
stay very close to the old ones and fend off the attackers at the 
last moment with your Red or Blue Gun. Or you can run around 
like a headless chicken and shoot at anything that moves. To'do. 
this, you must continually move the camera with the right stick 
so that you can see all the attackers (Fig. 2). For example, after 
you've confronted the first wave of Stingers, a couple of Grunts 
will come running down the stairs behind you, 


You may find it helpful to transform into Dark Jak during this 
perilous situation. That way you can dart around both Samoses 
and spread widespread fear among the Metal Heads. Although 
they don't really know fear, it's good for the visual effect … Of. 
course, the skirmish won't last forever, just long enough to get 
the machine all the way over te the other side. Once you have 


|_reached your destination, Kiera and her aged accomplices will 


hover up and away with the balloon. Jak & Daxter will have to 
remain and defend Haven City a little longer. 
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A short message on the-walkie-talkie will be the onlythingthat | passageway, At the top, a door will open automatically, shedding 
will help you decide-what you-must do next after successfully | light on the matter. 
defending Samos and Samos at the Stadium, Well, apart from 


the conspicuous crane icon on-the map, maybe. If you are You will witness a touching reunion scene between the Baron 

overcome by curiosity and decide to make the icon your next and Kor - and even the Metal Head Leader.= in the quarry. 

goal, you will find. yourself in an isolated area in the western part { Following a short forceful argument between both parties, Jak & \ 
ofthe Industrial Zone. When you reach the bottom of the Daxter will be left behind. With the Precursor Stone in your 

pedestrian ramp, go through the door to the quarry. It willbe Juggage set off for the Metal Head Nest. Pick up the Orbs, which 

pitch black inside, Take a-few steps ahead of you and then turn âre next to the ramp and thê cable reel (Fig. 1). You never koonf 

to your left and head up the-ramp and along the-dimly lit | where they may come in useful. / 
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The shuttle-inthe port will set you down close to the Nest. You 
will then have to fight your way through the last few metres. And 
they will seem never ending! A hoard of Mantis will hop out of 
the saridy ground (Fig. 1). These quick Metal Heads will 
suddenly come jumping towards you, and they can cover 
extremely long distances with just one jump. You should either 
shoot wildly with the Blue Gun or wait cold-bloodediy for your 
attackers and then Send anything in your vicinity to the devil 
úsing your Red Gun. The Flying Spiders are particularly 
unwelcome new arrivals. The first of these creatures will land 
some way in front of you, änd it will take a while before it 
appears to be doing anythiag. However, it will suddenly start to 
'shôot at you using ifSbuilt-in- weapons (Fig. 2). Prevention is 
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'Nitar you have blown up the entrance to thê nest, you will still 
have to cross a heavily Metal Head infested section. Much. 
easier said than doneelffou're arachnaphobic it's time to close 

„your eyes Gö downrto your right to the: largesempty clearing. 

‘There'wilkbe a small army of Mantis hidingin the sand, and a 

couple of Flying Spiders arg also in the vicinity. This means that 
you should move forward very carefully, step by step, so that 
the greater strength and sheer numbers of the enemy doesn't 
‘ov@rwhelm you (Fig. 1). As long as you don't move forward 
any fürther, there should not be any more opponents, Don't run 
towardsthe Mantis or try to dodge them. Just keep your 
progress’slow, steady and simple, 


Yau'can”eontinuê towards the Nest by going to your right up the. 
slope. Sevêral Flying Spiders will be lurking around in the 
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}_with the leader of the Metal Heads. 


better than cure, so make sure you wipe out the Flying Spider GHARACTERS 


before it's too late. Ow TO PLAY 
Inthe background, by the wall, you will see a screw, Turn. it with 
a spin attack to make a metal piston emerge from the ground at 
the rear of thé landing spot. Climb up and follow the path through 
the concrete rubble, along the. wall until you reach the top (Fig. 
3). Here, too, numerous Mantis will attempt to stop you. You will 
finally reach Mar's old Super.Weapon behind a crack in the wall. 
He intended to use this weapon in order to force open the Metal 


Head Nest. How careless of the Metal Heads not to dismantie it! TO USE THE 


background „In addition, a giant Grunt Elephant will be slowly 
approaching you. These giants are harmless as long as you make 
addetourârdund them. You should also avoid the energy flashes 
Enrfänatingfirom the side (Fig. 2). There aren't.‚many special 
features your way to your goal apart from the continual hordes 
‘of marauding Mantis. On a positive note, there are, surprisingly, 
many Kfimzon Guard crates on the edges ofthe pathway. You! 
gertäinly be grateful for the ammunition and Health Paks. 


Make sure that you can always see what is coming towards 
you. Once you have cleared an area, you will be safe from any 
further opponents there. Always go to the corners and. take a 
look at what is hopping out of the ground to pre-empt any 
nasty surprises. And don't, whatever you do, storm impatiently 
towards tempting crâtes; you may be ambushed by crafty. 
Metal Heads Iying'in wait (Fig'3). If an,elephant comes towards 
you at a particularly narrow spot, you should give way and try 
to avoid itby using your Jet Board to fly over the Dark Eco 
lake. The Mantis will. make a ‘couple of desperate attempts to 
stop you on the finalstretch,/The calm will precede the storm 
{or a few metres prior to the next big attack from the nest (Fig 
4). And then, you will have arrived at the final major conflict 
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The Metal Head'Leader will have the three-stage energy meter 
that.will be familiar from all previous boss battles. During the first 
two stages the boss will generally keep out of the fight, but watch 
out if a brightlight appears around his mouth (Fig..1): Shortly 
afterwards, he will aim an 
energy beam; which you can 
dodge-by taking a step to the 
side.oraway from him. Atthe 
very beginning-he will distribute 
many small eggs around the 
room: They will soon turn into 
Stingers that quickly charge 
towards you. After you've shot 
down all the Stingers, you will 
have precious little respite 
before the next wave 


Fire at the Leader’s face. 
Choose a position from where 
you have the entire area in 
view, as you will have to 
continually fend off the 
Stingers. This is best done 
with the Red Gun, which is 
pretty much useless against 
the Metal Head leader due to 
the distance. If you fire at the 
boss using the Blue Gun you — | 
will need at least 100 shots to 
reduce his energy level.by one | 
third. The Yellow Gun is | 
considerably more effective bút | 
not so fast. You will need to hit 
the Leader’s face 30 times 
(Fig. 2). The Black Gun is the 
fost effective. When the 
energy meter drops to the 
yellow third, stop firing, 
because your opponent will be. 
Invuinerable for a short period. 


Fewer Stingers will appear during the second round of the fight, 
but their. place will be taken by some old friends: Wasps (Fig. 3). 
Take a little breather, then switch over to the Black Gun, provided 


The Metalo-Mnvinc hag balken nt fer pride, We cau!t put up 
with had! Let's show hiue what't what, Jake! Aud just bo thor 


k cêntre and will start to come after you (Fig. 4) fifing three shots 
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you still have some ammunition left. Although this weapon is 
very slow, it has the advantage of releasing an energy beam 
from the Leader's head with every strike, eliminating the nearest 
helper. After you have used:up all your ammunition, make do 
with the Yellow or Blue weapon mode.once again. You must 
continuously keep your eye on the glow from the Leader, which 
will wafn you of pending shots. To celebrate reaching the second 
round he will now always fire two consecutive shots. 


When the energy level drops into the red area, your Opponent wilt 
become agitated. He will move from his usual position in the 


in a row. You can easily avoid these by moving continuously and. 
Funning away from him in circles. It is-best if you turn the 
camera with your right stick in such a way that you can always 
keep your-opponent in view. There aren't afiy menacingsenemy. 
helpers anymore. If 
you are foo close to 
the Metal Head 
Leader, he will 
strikeyou down-or 
sting you. As soon 
as you have 
sufficient distance, 
fire everything you 
have at him, A hit 
from your 
Peacemaker will 
usually ensure that your opponent stumbles. If you can now. 
manage to avoid falling into the hole in the middle, you've just 
about won! 
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Jak & Daxter have a hard job on their hands: everyone is after them, Baron 
Praxis, his ubiquitous Krimzon Guards, numerous Metal Heads and even the 
usually mild-mannered local fauna are all united in their burning desire to turn 
Daxter into a decorative fur collar. We certainly can't blame them for such an 
understandable aim, although it's possible that the fluffy little treasure would 
look more fetching as a kidney belt. He’d probably enjoy it, too. 


Just as well that you will be collecting a powerful arsenal of weapons during 
the game in order to keep this alarming situation under control. As some old 
military strategist probably once said, attack is the best form of defence. Don't 
be nervous, because your opponents certainly won't be. Unless they get 
anywhere near water, that is. Most of these critters don't like to bathe and will 
do anything to avoid it. If you can throw, push, prod or persuade your 
opponent into water, he'll never bother you again. Good to know. Also, don't 
forget to keep a look out for the yellow Skull Gems that defeated Metal Heads 
leave behind. You can trade these in at the Oracle's shack in the Water Slums. 
to learn special abilities for Dark Jak. Good luck! You'll need it. 
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\ Maybe the Grunts will manage one day to be promoted to the SECRETS 
á: k hallowed ranks of the armed Metal Heads. At the moment, 
a 5 however, they are somewhat impeded by a total lack of any 
Á N form of intelligence. More importantly, their dress sense is DENTERS 
« ‘shockingly dated. Don't they know that shoulder pads TOME GENNER 
/ h went out of fashion in the 80s? Honestly! Those 
me 5 winning smiles and sharp incisor teeth aren't  MEEACIENIS >= 
ha ö BARON PRANIS 
N Grunts are more heavily plated than other FORCES 
types of Manic Heads. You will generally 
8 need three hits to wipe them out. They can 
march on two legs or trot along on four, and 
usually attack in small groups. We wouldn't 
— recommend fighting them at close range. 
__Always use a weapon rather than opting for a 
fight with your fists. 


LOCATED: SEWERS, STRIP MINE, DEAD TOWN, DRILL PLATFOIN 


ATTAEK POWER KRMOERED PLATING ATTAEK GROND 


This enemy’s motto is: always ram your head through the wall. A Ram Head can 
afford to say this, because it doesn't inflict any pain upon itsell in doing so. 
‘Actually, it would usually be entitled to à long and fulfilling life, but it's your job to 
make sure that this is cut tragically short. 


The Ram Head will storm angrily towards you, viewing you as nothing more than 
an appetising snack. Run quickly to the side and then dash in the direction from which 
it came. Once you're at a sate distance you can turn round and take aim with your 
Blaster. Your opponent will then turn round and rear up in anger, exposing its one 
vulnerable spot — the stomach. Blast away and repeat the whole process several more 
times to fell the mighty beast once and for all. 


LOCATED: MONNTIN TEMPLE 


ATTKEK POWER 
The Hosehead is à low-lying Spyder Gunner who makes even the darkest depths of \ 


ARMORBED PLATING ATTAEK GRON 


Sewers unsafe. It has the unnerving habit of crawling around on walls and ceilings. 
When alone, a Hosehead does not pose a large threat, being rather slow and lacking in 14 
any close combat training. 5 


'Nevertheless, the Hosehead has one special gift: it can fire laser beams, and not AN Ze 
just any old laser beams either. We're talking about a penetrating ray that slowly lid 
‘sweeps from left to right and back again. When several of these creatures # 
combine to put on a laser show it certainly turns up the heat. 


SEMENS 


LOCATED: 


ATTAEK POWER ARMOBRED PLATING ATTAEK GROUP 


LOCATED: STH MINE, DEAD TOWN, DIG 
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ARMOBRED PLATING 
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ATTAEK POWER ARMOURED PLATING ATTAEK GRONP 


N 
© 
ATTAEK GROUP 
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HOW TO PLAY 
WALKTEROUGE 


ATTAEK POWER ARM OBRED PLATING ATTACK GRON? GEE 
What a buzzer! The Wasp is a jel-prapelled cockroach with the inherently reckless habit of Lan a 
seeking out dangerous situations. We can deduce this from the fact that Wasps are usually SECRETS 
located close to gun turrets. Furthermore, Wasps appear to be magically attracted by gunfire. 


As Wasps can absorb quite à few hits when returning fire with their built-in lasers, the whole 
situation can become problematic if several approach you at once. Luckily, you will normally HOSTILE GREATURE: 
have extra firepower on hand when facing these particular Metal Heads. 

MEMBERS 


Ze AARD PRAS 
oes 


LOCATED: 


BRILL PLATEOEN 


ATTACK POWER ARMOURED PLATING ATTAEK GROND bumrar 


By a strange quirk of nature the nasty Spider Gunner has mutated over thousands of years to become a 

Spyder Gunner. 1 The creepy beast also has ils own buill-in weapon, which can fire high-speed 
‘shots. Just as well that it has à problem hiting the target. 

First of all the easily disoriented Spyder Gunner always shoots close to its own feet before directing its fire at the 


‘opponent. Make the mast of this delay, because as soon as the Spyder Gunner is hit, it has to begin the procedure 
all over again. This will easily allow you to land sufficient hits to wipe out the well-armoured Metal Head. 


PUMPING STATION. HATEN FOREST 


LOCATED: 


ATTAEK POWER ARMOBRED PLATING ATTACK GROENE 
Mantis are by far the guickest of all Metal Heads. Just like the Stinger, they hide in he ground and 
Iump out when someone approaches, before around are 
counting on the possibility that human opponents will dislocate their necks as they attempt to 

follow the creatures with their eyes. 
elrghhbenighepkerdreh gend ep er added 
situations. You simply 


‘shoot willy in their general direction, and 
Mantis from above. pps berde regeerden 


LOCATED: NET 


ATTAEK ARMOURED PLATING ATTAEK GRONP 


Flying spiders, that sounds like 2 nightmare. Luckily, these Metal Heads fly in at the beginning of the 
bendeleden dgrdergvenpeshjetdraen inenen ide 
these cumbersome beasts with their huge bulbous 

A Flying Spider will sit on the ground and fire towards you using its built ia weaponry. This opponent's- 
movements 


‘suggishy. Therefore, you should fid it easy to trick this monster and land te required number af hits. 


LOCATED: HET 


4 
BO on 
OO ATTACK POKER ARMOEBED PLATING ATTAEK GRON 


Not only do these Metal Heads have an unusual name, they also behave very strangely, It is said that they 
have even been spotted at the Pumping Station together with the small green Glubs. However, that doesn't 
necessarily mean Ihat Juice Goons are tolerant or friendly creatures. Quite the opposite, in fact. 

Juice Goons are equipped with energy rods similar to those of the Krimzon Guards. If you are some 
distance away, you can gain an advantage by using a long-distance weapon. Matters will get much more 
difficult if you find yourself contronted by a large group of the muscular creatures swinging their way 
feijen eerden needed 


LOCATED: PENNING STATION 


Dodge the volley by taking a double jump and shooting at the same time. Two hits from your Blaster, and 
the Stalker will know who is the boss. You can even do the job at close range with a clip round the ear to 
send the Stalker sprawling. However, close-quarters-combat is always a more risky strategy. 


LOCATED: MOONTAIN TEMPLE, DRILL PLATFOIN EN 


mn 


© 
ATTAEK POWER ARMODLED PLATING ATTACK GROUP 
Nobody knows how the Rapid Gunner got the name. It has a firearm and fires at high speed … 
Okay, it seems that we've just found out together how the Rapid Gunner received its name. 
Just as well that we talked about it! 
Shooting fast is about al that his Metal Head can do. While shooting, the Rapid Gunners will 
remain rooted to the ground. As they don’t allow themselves to be duped easily you only 
ne maa aat an ad a a and be an Bee 
ta 


LOCATED: DiADTONN 


ATTAEK ARMOBTED PLATING ATTAEK GRONP 


The dangerous Sling Blaster hurts its sling of energy balls at anyone who gets foo close. “Close” is a 
relative term in this instance, because he good old Sling, as his friends call him, has an unpleasantly 
far reach. And he can soak up a lot of hits too. 


Furthermore, this opponent also appears to have drunk vast amounts of magic ‘target’ water, because it 
‘seems blessed with a deadly accurate aim. Thankfully the energy ball doesn't fly very fast so you can 
_ usually get out of the way in time. You'l be on the safe side with the Blue Gun. Or you could try taking 
this gawky opponent by surprise, and running towards it with ll guns blazing where the terrain allows. 


LOCATED: DEADTOWK, DIG 
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SECRETS 


HOSTILE CREATURES 
AITAEK POWER ALM ONDED PLATING ATTACK GRON? Fis 
These again?! Didn't they already smuggle themselves into the Characters chapter? This only goes to GAO PRAK: 
show how versatile the Baron's henchmen are: as Infantry, at the controls of the Hell Cat Cruisers, FONOES 


with rocket rucksacks on their back, as elite soldier in the spifty yellow uniforms… 
A Krimzon Guard on his own isn't anything special, but they patrol in packs on the streets of Haven 


City. If numerous Krimzon Guards shoot at you with their energy rods, you won't last very long. Only 
quick dodging manoeuvres and unrelenting sustained fire will save your hide. 


LOCATED: HAYEK ITN, DI 


ATTAEK POWER KRMODBED PLATING EOOLNESS 


After Baron Praxis lost bath his pride and 
parts of his body in fights with countless 
Metal Heads, he doesn't take any more risks 


in battle. To gain the upper hand against his 
many enemies, he Baron has acquired the 
very latest ine on the market in 


Oni Shaft: The 
padt The Fture… 
GEL All one great 
Conin! Hou 
manag he bhleing 
wor that gon len 
Jak, lant hife is fell of 
secret. Some ave bheve 
bo le Aiscovered, whevens 
others vem hidden Forever. Have 
How really Aecinhered all the 
wagsteried of this gamme? Hauwe gon 
Aitoovered set that ‘the Shaden' ie 
achuallg wone obher than Samos the 
Green Daaet Kawe gou learned how 
he mannged bo travel through time? 
Knowledge it power and even the 
avert For kuwonledze will make gon 
wite. To Ao or wol be Ao, that: it the 
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Henk, genh, enh, we've heard enough profound 
À 7 1 / 
plendo-nitdem. Mon twe take a break wow. Let's 
zet hack be Foenting on what's venllg important. 
bets Poon om me. SN 
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| wasn't always an Oftsel. It wasn't all that long ago that | waSa, 
handsome and promising young man — yep (Fig 1)! was even 
better looking than you are and all the girls were crazy,aboût, L 
me*! Yes, that's right. You can ask Jak'if yourdon!t believe: 
me, Maybe he'll rely fofta.ohinge. Back then tie never 
said a word. How well Wremembepthoserhalcyon days 
when we livedin Sándâver Village (Fig, 2) and in 
particular thatfatefuijdrip to-Miisty Islând. Needles to 
say, that old grobah’and spoilsporteSamos the Green 
Sage had forbidderhus to’Qd there because it was so 
dangerous. He wagTight aboütthat as it turned ‘out; Jakswas 
desperate to go, bihad.Lknown what would-happerl ‚+ well, Jet's. } 
just say that | wold still bethe-less fury one of the two of us. 
Anyway, we weresstanding in font Öfthis-pool-of Dark Eco when 
\ Jak got startled by,â stupid turkér,“acoideritalfy, bumped intome, 
land pushed me into ‘the poollyf& beenvänOtisel Ever since. 


hy Lurkers are se@ras, sOmehów okay.nows breally don’t know. 
ee In\my first adventure Daxter/& Jak: the Precursâf Legacy” — 


| Prlërbor Alphabet 


The people of Haven City havé their own alphabet; derived from 
WE literary’tradition of the.mysterious PrecufSors- Use-the 
following list to translate theseity's advertisernents and posters, 
zine lluminated advertisement abové the Saldon (Fig: 4) för 
example, reads “Hip Hog” and the-poStêrs.all arOurdthe 
Stadium say “Erol” (Fig. 5). 


IArhat!r bpened Se FW hy Uut Obtel 


| gobdthìng about\Samòs ishis lovely daughter Kelra, one of the 


| jetted-offtogether‘and, ended up stufbling over the legacy of the 
tedusty Precúrsors. We stil don't knaw-any more about them today 
| “thân.we-didbaëk then. In the end, Jak was faced with a cruel 


ouch,of course | mean Jak & Daxter —they were ‘our main enemy, 
after all. That was when we believed that Gol, the absolute expert 
in.matters.of Dark Eco, could reverse metamorphosis. 
Unfortinately, hêhad just turned to the dark side, and his 
mediumterm objective was world domination, so he wasn't too 
bothered about-helpingùs anymore. Jak was, of course, very 
sorry-abûut the whole thing, wiich.is why he now silently endures 
crânkydespot Samos follöwing us around all the time. The only 


few wörnen ‘Who’doesnitjust look at me ds a potential fur collar. 


Keirarfs"ân incredible engineer: She’waS th@ one who assembled 
the anti-gravity Zoomer-and stuff (Fig‚8) iof us back then. We all 


dilëmmma, which [wauld have likedfto solve for him: either save the 
World from Gôl-or ‘change me back the way | was before. Well, we 
all know how that one'ended:-the World is stil here, and | still can't 
wear trousers. But then maybe 
the transformatiön wouldn't 
have worked anyway. 


* Actualy, nathing's changed in 
this respect to this day! 


Precuvtor alhalset, okrug, 
Ent what on earth is this poster 


vat hawe entered wa 
Câm't the “bag in Eheir orn gAamt 


Livveplygenmvwetrerkk 


a Ee: 
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Lens kjed of accept that. 
(Fia. 6) all abort? 

First Uu wipeÂ off the title of the game, auÂ wow these 

ame. That's inst bev manch. 

8 fomebimer | 

wonder: Arhaf za | Aoîveg all his Fer … 
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DARK POWER 
MINI-GAMES 
SECRETS MENG 


FINAL WORDS 


A mysterious talking statue called the Oracle lives in a shack to the south-east of the Water Slums. 
‚As soon-as you have collected your first Metal Head Skull Gems near the Pumping Station, the _ * 
Oracle-will grant you an audience. If you manage to drag along at least 25 Skull Gems, you will be 
rewarded with a special ability for Dark Jak to use. There are three more special skills to learn, but 
in order to get these you must be even more committed to collecting Skull Gems. 


Skull Gems: 25 
Jump with ® and, while in the air, press © to activate the Dark Bomb. 


Skull Gems: 200 
Press @ and then immediately @, to unleash the Dark Blast. 


Skull Gems: 200 
When you become Dark Jak, your energy level will no longer drop. 


Skull Gems: 200 
While you are still in the Dark Jak state, 
press CZ again to transform Jak into the Dark Giant. 


There are several Mini-Games which can be unlocked after You can set up records in the Gold, Silver and Bronze categories. 
completing certain missions as well as after discovering To do so, you must first attain the required number of points. You 
Secrets. After unlocking them, you can. always return and |_will be rewarded with Precursor Orbs for your efforts: three for 
try to beat the Mini-Games records. Your best efforts can Bronze, three for Silver and three for Gold. Should you succeed 
then be viewed under High Scores in the menu option. in skipping Bronze and going straight to Silver, you will get six 


Orbs. Accordingly, you will get nine Orbs for Gold. It's possible 
to earn a total of 36 Precursor Orbs on all four Gun Courses, 


Gun Cours: 


In the Gun Course at the port you can participate in training 
sessions with all four gun modes. Of course, you can only do so 
if you already have the weapon modifications required. 


The basic rule is; the faster you hit a target, the more points you 
will earn. If you hit a “civilian” target, points will be deducted. 
Gold targets are particularly valuable. They will appear if you 


| 
| 
| 
| 
have managed to shoot down other targets fast enough. 


| Jef Board Game. sn 


HOW TO PLAY 


|_Once you've finished the Jet Board Challenge, you can go for 
records with your Jet Board in the Stadium. From Act 2: Win THROUGH 
Class 3 Race at Stadium onwards;the hall will belong to the Air 
Racers. But don't give up your Jet Board just yet. Go to the 
cul-de-sac in front of the stadium. You can activate your Jet 
Board using the bonus mission console and then continue to 
go after High Scores in the stadium. As with the Gun Courses, 
you will be awarded three Precursor Orbs for each new record 
level, i.e. a maximum of nine Precursor Orbs. 


Jot Bonrt Game 


Prerequisite: Protect Site in Dead Town (Act 1), Secret with 
75 Precursor Orbs unlocked 


Î Prerequisite: Win Jet Board Stadium Challenge (Act 1) 


| You will be awarded points for tricks, i.e. flips, spins, grinds, 
|_etc. If you repeat the same trick, you will be awarded fewer 
{_points each time. If you combine tricks (e.g. by spinning 

around while jumping), you will get more points. You should 
also try to perform tricks that involve making a perfect landing 
after 350° or 720° degree spins. You will receive particularly 
high points if you string together a series of tricks and link 
|_them up by grinding between them. 


Henk, right, tpird, 
verkend Ehek en 
domersnnltt … aud whe 
it bhinking of met 
Nelsody. That's the wag it 
zee AN Blei heerd 
wader me Peel qwendi în u 
stomach. jn se lt He 
weApend briôning birg veadlg is 
marvellous: gen ave annrhed poinbt 
while nt the tame bime becoming 
more proficient in the mee ef or 
gend. And the more confident gon 
tre nd a Shot, bhe safer | feel on 
geur thovder. … Hum, | could zet 
easily get med to bis gore lemen. 


VEE Racer Ss ee 


After you've won the Air Racer missions, the races will now also 
be available as Mini-Games. They can be accessed in the same 
way as the Jet Board Game, using the energy shield in the cul- 
de-sac in front of the Stadium. If you manage to beat the 
prescribed times, you will be awarded with up to nine Precursor 
n Orbs'for each Class. You will have to activate the Reverse races 
in the Secrets menu before you can use them. 


m (Act 3) 


Prerequisite: Win Class 1 Race at Stadium (Act 3) 


MEE Reo Rooree Ones 3 \ 
2:48 2:53 2:58 


SILVER 


© 


Prerequisite: Win Class 1 Race at Stadium (Act 3), 
Secret with 135 Precursor Orbs unlocked 


| 


MEE Rnoor Rereo Onee 2 


2:25 


: Win Class 1 Race at Stadium (Act 3), 
Secret with 135 Precursor Orbs unlocked 


Oee | 
2:25 2:30 


{ EO 


SILVER 


Prerequisite: Win Class 1 Race at Stadium (Act 3), 
Secret with 135 Precursor Orbs unlocked 


There are two street races outside the Stadium too. You can 
start the City Race at the question mark terminal next to the Hip. 
Hog Saloon. Activate the Port Race using the terminal in the east 
of the port. 


MEE Rneor City aoe: 


BRONZE 


Prerequisite: Win Class 1 Race at Stadium (Act 3) 
and bonus mission: Orb search 3, 


Onin Game 


In Onin’s Tent you must prove your skills as part of the Act 2 
mission Beat Onin Game (see page 105). Afterwards, the test 
will be available as a Mini- 
Game. Enter the tent and talk to 
Onin. If you manage to get 
1,000 points or more, you will 
be awarded three Precursor 
Orbs the first time round. 


After the Act 3 mission Beat the 
Whack- al Game, you can, 
go back to playing around with 
Krew's machine in the Hip Hog 
Saloon at any time. Once again, 
the best scores will be stored in 
the High Scores menu, but 
sadly there is no flowerpot to 
be won. 


You can-togglessome of the Secrets functions in the menu on 
and off. Others, such as the Reverse Races, will be unlocked 
automatically, and will then be available to you in certain 
sections of the game. There will also be some options, such as 
the Scrap Book, that will appear in the additional Secrets menu 
on the intro screen. 


You will need 200 Precursor Orbs to reveal all the secrets. By 
getting High Scores in the mini-games, completing successful 
borius missions or, if you want to do it the boring way, 
collecting them throughout the various levels, you can get as 
many as 286 Orbs: 


« 94 are hidden in various levels 
36 are awarded in the Gun Course 
« 9 for the Jet Board Mini-Game 

« 3 for the Onin Miní-Game 

72 for the bonus missions 

« 72 for the NYFE races 


Secrets in fhe main menu — — 
Secrets can be unlocked withPrecursor Orbs in the Secrets 
section of the main menu. At the top of the menu you will see 
the total number of Orbs you have collected so far. Below it you 
will see a list, which tells you what kinds of secrets you can 
activate. The number next to the individual items on the list tells 
you how many Orbs are required to unlock it. Many secrets will 
be initially displayed simply as a row of question marks. This is. 
the case if, apart from the required number of Orbs, you must 
meet another requirement, before you can have access to a 
particular secret. Some functions will only be available after 
yau have defeated the final boss. After watching the final video 
sequence you can continue playing the game in the port. 
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Toggle Jak's Goatee 


Precursor Orbs: 5 


Depending on the current 
fashion, you can switch Jak's 
little green goatee on and off. 
“On” means that the beardless 
SI version is displayed, i.e. the beard will be gone — 
game as well as in the interim sequences. 


in the 


Mirror World 


Precursor Orbs: 15 


The entire game environment is 
mirrored. This is very useful for 
co-drivers who always mix up 

left and right. 


Big Head Mode 


Precursor Orbs: 30 


Jak is carrying a huge melon on 
his shoulders. 


Small Head Mode 


Precursor Orbs: 45 


Jak has a tiny Iittle head. Big 
Head and Small Head are, of 
course, mutually exclusive. 


Scrap Book 


Precursor Orbs: 55 

Sketches and drafts from the 

development phase of the game 

will be unlocked. You can view 

them in the title screen menu, which will become available at 
the same time. 


Scene Player Act 1 


Precursor Orbs: 65 

After Act 1: 

Protect Site in Dead Town 

You can view all the interim 

sequences from Act 1 in the title screen menu. 


de!k Blois Frataatict! Hor can vien 
all bheugrenbert momentt over 
maa over again. This it rend! lk 
allows gen be enjer all mag best 
ee el he Affevent 

Aard e verlivud. And m. 
Fried We Pointed Ent it also 

Art of if all. Kawing switched over 
be a Aifferent, Innguage, make ture 
that gou don't gef lost in the foreign 
Vaas e mtund. How will Fiad the 
Opbient in the third von of the title 
praag eg CAm View Game Opbises 

(ber t; Aad Lam eis at the 
bottom of bhat one aje Caa!b milt 
il because of bhe manlficolonved Flags! 
Goed Incl! 


Vulcan Fury Course 


Precursor Orbs: 75 
After Act 1: Protect Site in Dead Town 


From now on you can complete à training course with the 


blue gun (Vulcan Fury) too. 


Scene Player Act 2 


Precursor Orbs: 95 
After Act 2: Defeat Baron in Mar's Tomb 


You can view all the interim sequences from Act 2 in the title 
screen menu. 


Peace Maker Gun Course 


Precursor Orbs: 105 
After Act 3: Escort Men Through Sewers 


In future, you will also be able to complete a training course in the 
Gun Course using your black gun. 


Scene Player Act 3 


Precursor Orbs: 125 
After Act 3: Destroy Metal Head Leader 


You can view all the interim sequences from Act 3 in the title 
‘screen menu. 


Reverse Races 


Precursor Orbs: 135 
After Act 3: Win Class 1 Race at Stadium 


The NYFE Racer race can also be undertaken in the opposite 
direction if you so wish. 


Level Select 


Precursor Orbs: 145 
After Act 3: Destroy Metal Head Leader 


All missions can be directly accessed in the title screen menu. 


Unlimited Ammo 


Precursor Orbs: 155 
After Act 3: Destroy Metal Head Leader 


An unlimited supply of ammunition for all weapons. 


Unlimited Dark Jak 


Precursor Orbs: 165 
After Act 3: Destroy Metal Head Leader 


The collection of Dark Eco balls has now come to an end. From 
now on you can transform Jak into Dark Jak at any time. 


Invuinerability 


Precursor Orbs: 175 
After Act 3: Destroy Metal Head Leader 


Jak becomes invuinerable if you activate this function, 
Hero Mode 
Precursor Orbs: 200 


After Act 3: Destroy Metal Head Leader 
The Hero Mode is available from the titie screen menu of the game. 


Secrets in fhe title screen men: 


Apart from New Game, Load Game and Optians, there is a 
hidden menu item in the title screen. This list of Secrets will 
appear after you have collected 55 Precursor Orbs and you 
have checked in the Secrets menu that the Scrapbook ís. 
Unlocked. More functions will be added step-by-step. You will 
find a list of all menu options below: 

\ 


Hero Mode 


Hero-Mode is an extra difficult level. Your opponentS” wilfbe, 
more resilient and cause more damage. You begin the game 
with all four weapon modes, The functions-in the Secrets menu 
are organised differently and you.can, in addition,unlock the 
Mega Scrap Book, 
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Scrap Book: 55 Orbs 
Mega Scrap Book: 200 Orbs in Hero Mode 
Scene Player Act 1: 65 Orbs, Act 1 completed 
Scene Player Act 2: 95 Orbs, Act 2 completed 
Scene Player Act 3: 125 Orbs, boss defeated 
Hero Mode: 200 Orbs 

Level Select: 145 Orbs, boss defeated 


Secrets in the Hero Mode | Orbs 


Toggle Jak's Goatee 5 
Mirror World 15 
Big Head Mode 20 
Small Head Mode 25 
Scrap Book 30 
Scene Player Act 1 35 
Vulcan Fury Course 40 
Scene Player Act 2 55 
Peace Maker Gun Course | 65 
Scene Player Act 3 75 
4 Reverse Races 95 
Level Select 105 
Unlimited Ammo 125 
Unlimited Dark Jak 135 
Invulnerability 
Mega Scrap Book 
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FINAL WOI 


_ Borne MNierre 


You will see small blue energy boards containing a question 

mark symbol everywhere in the city (Fig. 1). Sometimes the 
symbol will change to the 
Underground movement’s insignia 
(Fig. 2); These stations will then be 
marked on the (city) map with a green 
icon. By pressing ® you can start a 
small bonus mission at these stations 
unless you've triggered a security alert 
in which case the signs won't work 
(Fig. 3). 


After the first mission others will be on 
offer at most of the stations. As a 
bonus reward for successfully 
completing a mission you will get 
three Precursor Orbs. You can collect 
atotal of 72 Orbs from these 
missions. 


hetnet 


After having beaten the final boss in 
the game, the number of completed 
Bonus missions will be reflected in the 
percentage figure that indicates how 
much of the game you have 
completed so far. 


ne, 


ee 

Ring Race 

You must fly through the lilac rings on a vehicle (Fig. 4), or at 

least touch them a little bit. A Zoomer will be provided for this 

mission. You will have 14 seconds to pass through the first ring, 

followed by 7 seconds for each further ring. The next ring will 
always be marked on the map. You 
don't have to pass the finishing line in 
your original vehicle, but the tight 
timescale usually prevents you from 
changing vehicles successfully. 
Theoretically, you can also walk 
through the rings… 


Station: No. 1 (Slums) 
When: after Find Pumping Station Valve 
Length: 18 rings 


First of all, fly towards the Hideout. You can generally reach the rings 
on the ground from the upper Hover zone. Some rings, e.g. nos. 6, 9, 
12, 13, 16 and 18 can only be reached in the upper zone. 


Ns 


Station: No. 8 (porSaloon) 
When: after Catch Scouts in Haven Forest 
Length: 28 rings 


After passing through ring no. 12 you must go through the Bazaar. 
There are no vehicles allowed in this area with the exception of 
your Jet Board. Ring no. 17 hangs a little higher, and you will need. 
to do a high jump to clear it. To reach ring no. 19 you will need to 
access the overpass via a ramp. From there, you can quickly grab 
à passing Zoomer. Drive through ring no. 27 at the end of the 
Industrial Zone and up the ramp. You will then be able to reach the 
last ring by jumping up. 


Riny Rmoe 3 


Station: No. 1 (Slums) 
When: after Get Life Seed in Dead Town and Ring Race 1 
Length: 26 rings 


This is a very difficult race. Ring no, 6 wil be floating over the top of à 
small alleyway with lots of trafic. Take your time rather than crashing 


your Zoomer. Rings no. 8 to 13 wil take you past the pedestrian 
ramps up to the Industrial Zone. Rings no. 14 to 16 will be down 
below. The jump at no. 20 will be particularly difficuit. Remember that 
you can fly further if you pull the nose of the Zoomer upward and 
keep the button TD pressed down while jumping. 


CHARACTER 
HOW TÔ P 
WALKTHROUGK 


ENEMIES 
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DARK POWER 
HINI-GAMES 


SECRETS MENU 


Orb Search 


A gold Orb will be hidden somewhere nearby. Its location will be’ 

revealed to you for a brief moment (Fig. 5). You will then have to 

find it before the time runs out. You can undertake most of these 
missions on foot. 
The Jet Board is 
generally quite 
helpful, and 


sometimes you will 
have to take a 
vehicle. 


Station: No. 2 (Slums) 
When: after Beat Scatter Gun Course 
Time: 17 secs. 


The gold Orb will be underneath a bridge. Turn around immediately 
and run east, towards the square. Take the first possible tum 
towards your left, into the ditch. Once there, turn to the right. Get 
yourself a Zoomer beforehand to save time. 


Station: No. 4 (Industrial zone) 
When: after 

Protect Sig at Pumping Station 
Time: 22 secs. 


The gold Orb will be up on the pedestrian level. Run to the right, up 
the ramp. At the junction turn to your right and then take the next 
turning to your left. The Orb will be at the back, in the corner to 


your right. If you encounter problems, wait until you have the Jet 
Board before attempting this challenge. 


Station: No. 7 (port - east) 
When: after Destroy Turrets in Sewers 
Time: 32 secs. 


The gold Orb will be located at the propaganda station, in the 
street in front of the Statue of Mar. Take a vehicle quickly and 
race across the port basin. 


Station: No. 16 (Water Slums) 
When: after 

Find Pumping Station Patrol 
Time: 17 secs. 


The gold Orb will be hovering above the surface, under a 
footbridge. It is located virtually underneath the starting point. 
Simply jump down into the water. 


Station: No. 9 (Gardens - south) 
When: after 

Catch Scouts in Haven Forest 
Time: 27 secs. 


The gold Orb will be behind a rock pointing towards a Yakow 
enclosure. Run to the street and quickly take a vehicle. You will 
find it on the right in front of the entrance to the Bazaar. 


Station: No. 5 (Bazaar - east) 
When: after Intercept Tanker 
Time: 22 secs. 


The gold Orb will be under the roof that has been wrecked by the 
tanker crash. Your goal will be south of the square where the 


Intercept Tanker mission took place. Swing yourself onto the Jet 
Board immediately and drive towards the west. 


Station: No. 3 (Bazaar - east) 
When: after 

Destroy Ship at Drill Platform 
Time: 27 secs. 


The gold Orb will be underneath sign no. 5 with the question 
mark. Turn immediately to your right and take off using your Jet 
Board. At the corner, turn left and go along beneath the 
overpass. You will now be on the right path. 


Station: No. 11 (Gardens - north) 
When: after 

Hunt Haven Forest Metal Heads 
Time: 17 secs. 


The gold Orb will be underneath a water cannon. Take a vehicle 
quickly and jet towards the Mountain security gate. The lawn. 
sprinkler is in the middle of the garden. 


Station: No. 14 (Stadium Section) 

When: after completing Win Class 3 

Race at Stadium and Bonus Mission Collection 1 
Time: 17 secs. 


The gold Orb will be hovering near a bridge. Simply drive along 
the canal towards the Stadium. You will find it at the last bridge 
before the Stadium entrance. 


Station: No. 6 (industrial-Zone)) 
When: after 

Beat Erol in Race Challenge 
Time: 17 secs. 


The gold Orb will be up on the pedestrian level. Take the Jet 
Board up the ramp and to the back of the wall. To do this, use 
your speed boost (jump + @) + «/=). Turn sharp left and 
jump over to the other ramp using the boost jump. Or, prepare a 
Zoomer beforehand. 


Station: No. 13 (Stadium Section) 
When: after 

Beat Erol in Race Challenge 
Time: 17 secs. 


The gold Orb will be in front of the security gate leading to the 
access elevator for the palace’s support tower. Turn around and 
go, or even better, drive along the street on your right. 


Resco 


Orb Son I2 


Station: No. 10 (Bazaar - west) 
When: after Protect Samos in Haven 
Forest and Bonus mission “Taxi” 
Time: 17 secs. 


The gold Orb will be located in an inconspicuous-looking corner. 
First of all take the Jet Board to the square in the west and then 
head two blocks to the north. The Orb will be in the south-west 
corner, 


Orb Sonett 13 


Station: No. 17 (Slums) 
When: after 

Win Class 1 Race in Stadium 
Time: 27 secs. 


The gold Orb will be in the alley behind starting point no. 14, 
Get hold of à manoeuvrable vehicle as quick as possible and 
drive towards the Stadium, past the security gates to the 
support tower. Then keep to your left. 


Orb Sanrehs IP ti 


Station: No. 12 (Stadium Section) 
When: after 

Destroy Metal Head Leader 
Time: 17 secs. 


The gold Orb will be located next to a ramp by the canal. Drive 
along the canal to the north and then to the east, You can't see 
the Orb from the water as it will be hidden behind the wall. 


Station: No. 19 (Palace) 
When: after 

Destroy Metal Head Leader 
Time: 37 secs. 


The gold Orb will be behind a fountain. 

Take a vehicle quickly and drive close 

to the Statue of Mar in the upper Hover 

Zone in the direction of the fountain. 

Jump out shortly before it crashes. 

Take a spin in the air in order to land safely at your goal. 


Eollächon 


For these missions you will have to touch a string of objects within a fixed time limit. 
The first mission will involve Homing Beacons (Fig. 6), the second will evolve Green 
Eco and the third features Dark Eco. These collections can be undertaken on foot as 
well as on the Jet Board or in a vehicle. 


Station: No. 14 (Stadium Secti 
When: after Win J 
Time: 1:59 


You will have to touch 20 green Homing Beacons. Get hold of a 
manoeuvrable vehicle. Objects 4 to 7 will be hovering alternately 
above and below. You don't have to go by the numbering on the 
map, but this information will be help you to complete the 
challenge within the time limit. 


Station: No. 18 (Stadium Section) 


oy 5 HellCat Cruisers 


Time: 1:59 


You will have to collect 60 Green Eco balls. You do not need to 
have direct contact with the bals, because Jak automatically 
attracts them when he passes close by. Take care that you don't 
bump into any Krimson Guards. You should descend from your 
Jet Board from time to time. 


me 


If you so wish, you can take 
on.a string of missions, 
which will be similar to some 
of the regular missions. As 
the“Underground apprentice 
you really are the general 
dogsbody! 


When: after Find Lens, Gear, and Shard in Mountain Temple 


You will have 90 seconds in which to deliver a package to the 
alleyway in front of Torn's Hideout. Jump on the Zoomer and 
put your foot down. A flashing dot on the map will indicate the 
shortest route. Fly past the Palace to the eastern part of the 
Bazaar. This stage is critical due to the amount of traffic on the 
overpass. You simply can't afford to have a collision due to the 
tight time factor. Keep to the middle as far as possible and 
make use of the jump, by pressing CD, to dodge out of the 
way more easily 


Station: No. 11 (Gardens - north) 
When: after Destroy Metal Kor at Nest 
and Orb search 8 

Time: 1:59 


You will have to collect 30 Dark Eco balls. To 
do this, use the Jet Board, as this will be the 
quickest way. First of all go to the west and 
collect the balls lying next to the path. You 
can collect the rest on your way back. Then 
turn to the south, the middle, before the 
Mountain security gate that will be your last 
part of the mission. 
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Resco 


Station: No. 10 (Bazaar - west) 
When: after Rescue Lurkers for Brutter and Express 


In the same way as for the Act 1 mission Shut d 
Fighters you will have to fetch agents with a flyer or cruiser anc 
set them down at their destination, The locations will be marked 
on the map by flashing dots. You will have 59 seconds to reach 
each passenger. One minute will then be added to the remaining 
time in order for you to take your passenger to his/her destination, 
Red alert status will be active throughout the entire mission. Your 
first passenger will be waiting close by, to the north-west. 


Station: No. 10 (Bazaar - west) 
When: after Re 
and Orb search 12 


There will be three Blast Ï ity — similar 
to the Act 3 mission, n Bi This time, 
however, the robots will not have any specific goal in mind and 
there won't be any time limit. You will “only” have to destroy the 
Blast Bots. If you run up close to them, you will have the best 
opportunity, since a Blast Bot cannot fire downwards. One of them 
will run anti-clockwise around the Palace. A second one will be 
down at the port whilst the third one will be moving around in the 
Industrial Zone. It can also occasionally be found lurking on the 
pedestrian ramps. 


The races’will start at the quêstion mark terminals just like the 
normal bonus missions, You can, however, enter these races 
overand again. And you can win Precursor Orbs depending on 
your best time. The City Race will begin at station 8 next to the 
Hip Hog Saloon, the Port Race at station 7 in the east of the 


=S 


% 


port. There will also be the traditional races that can‚be activated 
at station 15 and will then take place in the Stadium. Please turf 
to Mini-Games-on page 146 for more details. There will be eight 
NYFE-Racer races including the Reverse varieties, during‘which 
you can earn maximum of 72 Orbs. 


Provireor Orte Lourtione 


You can‚find some-of the Precursor Orbs (Fig. 1) that are Drill Platform: 5 Orbs 

needed to unlock Secrets during the coursé of the game. Refer Map. in the walkthrough on page 62. xn 
to the'list below to discover You can collect five Orbs during the firstmission.on the Drill 
where the 94 Orbs are located Platform. Later on, this area will only be partially-accessible 
and when you can obtain until after you have defeated the final boss. 


them. By the way, Jou will not 

find any Orbs in the streets of 5 A 

Kane Mountain Temple: 17 Orbs 

Map in the walkthrough on page 72. 

Two Orbs can be found on the way to Lens and one in the Gear SECRETS MENO 
section. There are 14 near to' 
Shard, but you will only be. BONS MISSIONS 

h able to get. some of them after PRECURSOR 

Map in walkthrough on page 39. you have acquired the Jet B [_onss LOCATIONS 


DARK POWER 


Fortress: 8 Orbs 


You willalready have discovered 8 Orbs during the first mission Board (Fig. 3). The Mountain, 
Escape from Forttêss. If you have missed them, you will have security gate will always be 
another chance.later-on to collect them: after you have open after the Mountain 
defeated the Metal Head Leader and have watched the final Temple mission. 


video sequence yourcan-Carry on playing, Then it will be open 


season for Orb hunting in the Fortress. 
Palace: 4 Orbs 


You can obtain three Orbs during Act 1-mission: Ride Elevator 


: nn L Up to Pala (ou will receive the fourth one after your first 
Oi ne es hf ri shin /h 1 victory over the Baron. Afterwards, you can only enter the 
tenronetnhje plee wad, ME access elevator in the Station section after having defeated the 
booking for. And, indeed, a Metal Head Leader. 
hange mamet of Precurtor 
Oras which ave hidden 
1 
even ef is whats Hon Haven Forest: 9 Orbs 
kend phat sdrendyS! he Map in the walkthrougfr'on page'84 
Shy, continue be Servo There will be an Orb under the waterfall in the first area. 
arbre. gem will weed a lot Another one will be hidden, in the area torthe south of the large 
of patience! tree. You will find seven in the largê lake beneath the water's 
Ö surface. Haven Forest will be permanent\y open after the Catch 
- ", Rn . mission. 
Pumping Station: 7 Orbs } 
Map in the walkthrough on page 47. Dig: 8 Orbs 
You will visit the island with the Pumpíng Station for the first Map in the walkthrough on page 101 
time in the Act 1 mission Turn.on Valve at Pumping Station There aren't any Orbs to find.duringsyour first visit to the Dig. 


Afterwards, the security gate will always be open and you can These will only become available from the mission Get Seal 
return to collect Orbs at any & at Dig. Another 

time, One of them is opportunity for an Orb hunt is 
particularly well hidden on a provided, for example, by the 
small island in the north-east Act-3 mission in the Weapons 
(Fig. 2). You-can get there Lab orby using the Jet Board 
without being bothered by the link at the north of the 

robot lifeguard. Pumping Station (Fig. 4). 


Sewers: 1 Orb 


Strip Mine: 7 Orbs 


Map-in.the walkthrough of pages 60, 97 and 119 

Youi&an obtain two Orbs during your first visit (Act 1: Rescue 
VirratStip Mine) and a further one from Act 2:-Blow up 
Walls-at Strip . However, you will only get all seven once 
ydu,have the Jet Board. 


Map in the walkthrough on page 88 

You will have to return to the Sewers on several\occasions, but 
you will only be able to obtain the sole Orb there in the second 
act during Drain to Find St After you have passed 
the statue go up the stairs and jump into the ditch. Then turn 
around: an Orb will be lying underneath the landing. 


À 


Tomb: 5 Orbs 


Map inthe walkthrough on page 107+108 

There-will be several Precursor Orbs waïting,for a new owner in 
the Tombof Mar; You will find one to the left and one to the right 
of the statues in the entrance. Two more will be at the other end 
of the large hallway behind the pillars. You can obtain the last 
one as you undertake the First Test oi 


Dead Town: 8 Orbs 


Map in the walkthroughon page 118 

You can fetch seven of the eight 
Orbs in Dead Town as soon as 
you acquire the Jet Board at the 
beginning of Act 2 (Fig. 5). 
You'll need.the help of the Titan 
Power,Suit “to reach the last 
during the Get Life 

Town mission in the third act 


„Weapons Factory: 5 Orbs 

Map in the walkthraugh on page 124 

You will not berable to-access‚the Weapons Factory until near the 
end of the game. Later-on, you will-have the opportunity at any 
timeto grind atong the pipes inthe north of the“Pümping Station 
and to pay a visit to the Factory or Dig. 


Under Port: 1 Orb 


Map in the walkthrough on page 127 

When exploring the Under Port clad in the Titan Power Suit”, you’ 
can pick up the only Orb. It will be in the chamber that you juïnp 
into after having freed the four platforms from their anchorings. 


Construction Site: 2 Orbs 


Map in the walkthrough on page 130 

After the final meeting with the Baron there will be two Orbs 
waiting for you in the Construction Site: one of them is beneath 
the wooden access ramp and one will be on the side closest to 
the large cable drums. 


Nest: 7 Orbs 


Map ín the walkthrough on page 130 

In case you have some spare time while attacking the Metal 

Head Nest, you will find some objects behind the huge cannon 
and at the side of the path (Fig. 
6). You*should take them with 
you immediately, because you 
won't have an opportunity to do 
so later. 
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At piggyback we try to produce the highest quality strategy guides possible. Our guides 
should be easy to use. You should be able to find the information you require within 
seconds and when you find the right page, everything on that page should be clear to you. 
We also want to make each guide a book you can cherish and so we put a lot of time into 
the printing and binding. We hope you can see the difference. 


We try to push each new title we publish further than the previous guide. So we rethink our 
structure, content, presentation and we attempt to add to the results with every new book. 
If you are a collector of piggyback guides, you may have noticed the innovative back cover 
fold-out in this book formerly used in our guide to Soulcalibur"“ Il. We have also enhanced 
the tab system, first seen in our guide to Kingdom Hearts. What do you think of these 
features? Comments, criticisms, suggestions or feedback. They help us help you. Send an 
€-mail to info@authorisedcollection.com 
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www.author: jl n.com 
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many more. But these are no ordinary downloads — our PDF format means you'll get a 
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Never Miss a Trick 

We ensure that you are up-to-date on all of our activities and all of our guides with our free 
newsletter. Do you know what our next guide will be? Stay up to date on our competitions 
and winners, all from the comfort of your inbox. 


Creative Competitions 
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Fin out in this 166-page Complete omcarauideto 


_ Jak Il“: Renegade. We answer all questions as we lead you by 
paw, claw and hand through every mission, every level and on to 


A dedicated Secrets chapter explains: 


« Where to find each of the 286 
Precursor Orbs (and yes, we tell 
you what to do with them). 

« All details on the Skull Gems 

» Everything on the 27 special 
kiosk missions 

«The two Secrets menus (and 
whatthat’s all about anyway!) 


Each of the 65 missions is explained in a step- 
by-step Walkthrough chapter illustrated by 
detailed and precis eenshois 


Complete overview maps of each level A quick-search index gives you 


Our innovative back cover fold-out assures immediate access to the information 
that the legend for all maps stays in view you seek 


at all times. Also perfect for collecting The Walkthrough chapter gives you a 
stray Ottsel fur flowchart for each Act optimising your 
Many delightful colour illustrations of orientation throughout the levels 

the very gorgeous, charming and sharp- 
clawed Daxter. Ouch! 


All the facts on the female characters 
who are understandably smitten by our 
suave, furry hero. 

Some of them also like Jak 


Using fantastic artwork and printed on high 
quality paper, this is the definitive Jak Il“ 
Renegade game companion 
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